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Four well-researched, fully tested 
historical games of moderate complexity. 
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Top designers, careful development and 
colorful graphics combine to make the 
publication of these games an excit ng 
moment for the hobbyist. Ail fcu r g=~es 
are in book-case format, with mounted 
mapboards. From 3W, producers of h gh 
quality, exclusively historical ga-~es 

ARMY OF THE POTOMAC 

Covers the eastern theatre of the Civil 
War, with scenarios covering Bull Run 
the Peninsula, Gettysburg, and Gram 
vs. Lee, plus a campaign game Links 
with Army of the Tennessee to cover the 
whole Civil War. 34” x 22 mounted 
mapboard, 400 counters. 

Designer Mark McLaughlin. 

Complexity 3. 

KIROVOGRAD 

Epic east front armor battle, January 5-16. 
1944.34" x 22” mounted mapboard 300 
counters (battaiion-regiment-brigade- 
division). At the start of each turn players 
secretly and simultaneously issue 
“orders” to each of their formations 


divsiors corps Trseseorders - assault, 
retreat, de fense. reserve, mobile — 
determine v.nat units may do in the 
ensu ng movement and comoat phases, 
and also which player has the initiative 


firs 


A fast and playable 
designer Jack 
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ARMY OF THE TEf 

Covers the western theatre of the Civil 
War. with scenarios covering Shiloh, 
Vicksburg, Chattanooga and Atlanta, plus 
a campaign game. Links with Army of the 
Potomac to cover the whole Civil War. 
400 counters, 34“ x 22” mounted 
mapboard. 

Designer Mark McLaughlin. 

Complexity 3. 

LAWRENCE OF ARABIA 
Lawrence captures the dramatic 
Palestine campaign of 1918, in which the 


combination of airpower and mechanizec 
breakthrough foreshadowed the 
Blitzkriegs of World War II. A crucial 
guerrilla role is played by the Arabs unde' 
Lawrence. 34” x 22" full color mounted 
mapboard, 260 counters. 

Complexity 2, designer Roger Nord. 

To Order: 

Call 805-927-5439 

or send $19.95 check or money order 
only, to: 

World Wide Wargames 

P.O. Box F 

Cambria. CA 93428-0295 
California residents add 6 %% sales tax 
Trade Inquiries Welcome: 805-927-562- 

Also watch for the latest issue of The 
Wargamer, the independent wargaming 
monthly. 
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OPENING LINE! 

Most of you are probably aware 
by now thatJask Force Games as cur¬ 
rently changing directions somewhat. 
More than a year ago, we took stock 
of the company and realized that we 
were in danger of becoming a "one 
game" company. i'm sure most of 
you know that Star Fleet Battles was, 
and still is, our bread-and-butter. Even 
though that game and ail of its pro¬ 
ducts have been extremely success¬ 
ful, we realized that that wouldn't 
necessarily always be the case. For 
various combinations of reasons 
games lose their popularity and sales 
begin to drop. While this is not the 
case with Star Fleet Battles at this 
time (and we hope not in the forsee- 
able future), we certainly didn't want 
to get caught with our "shields 
down". We took stock of the major 
companies in the industry and asses¬ 
sed their strengths and weaknesses. 
We then set a course of action for 
Task Force that we hope will make us 
viable in the Adventure Gaming indus¬ 
try for many, many years to come. 

First we realized that our pocket 
game line was in many ways becom¬ 
ing more of a liability than an asset. 
When Task Force jumped into the in¬ 
dustry in 1979, the pocket game was 
what really established us. Since that 
time, however, the complexion of the 
industry has changed. The competi¬ 
tion has become immense, both in 
terms of quantity and quality. For var¬ 
ious reasons, the market for the "fast 
food" game has decreased. Hence, 
several months ago we dropped our 
pocket games from the line. (This 
doesn't mean that some of them 
won't reappear as re-worked boxed 
games, in fact, Battlewagon/s/70w/>7 
the process of being re-done.) 

The second thing we discovered 
is that while a quality stand-alone 
game can do well, it is much more 
desirable to the company, as well as 
the buying public, to publish "lines" 
of games (i.e. the Star Fleet line and 
the Start ire line). To this end, we are 
currently working on some new lines. 
Rather than a series of disjointed 
games, Starfire is being turned into a 
tine of games. Also, we are about to 
release a major historical game line on 
B. H. Liddell Hart's History of the Sec¬ 
ond World War. (You can read more 
about both of these in the Coming At¬ 
tractions article in this issue.) 
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THE NEXT FRONTIER 

© 1984 Amarillo Design Bureau 

All Star Fleet Universe material published in Nexus is prepared and 
provided by Amarillo Design Bureau under an exclusive contract with Task 
Force, and is copyright © 1984 Amarillo Design Bureau. 

Star Fleet Battles and Star Fleet Universe are trademarks held joint¬ 
ly by Task Force Games and Amarillo Design Bureau; the small ® and 
tm marks are omitted for convenience. 

PLEASE READ THIS! 

Many people seem to have considerable difficulty understanding that 
Task Force Games and Amarillo Design Bureau are separate companies, 
each with its own office, telephone, address, and staff. People who do 
not realize this are constantly contacting the wrong company, resulting 
not only in confusion but in reduced customer service and increased com¬ 
pany workload. For this reason, we are stating once and for all what to 
send to each company. Note that if you expect an answer, you MUST 
include a stamped reply envelope. Foreigners should send two Interna¬ 
tional Reply Coupons (Canadians only need one). 

Send the following to TASK FORCE GAMES, 1110 North Fillmore, 
Amarillo, Texas 79107: 

Anything to do with a Nexus subscription. 

Requests for a spare parts list, orders for spare parts, replacement 
of defective or missing game parts. 

Any submissions of art or sculpture, regardless of where they are 
to be used. 

Any questions about, new material for use in, fiction, or business 
proposals relating to any Task Force product EXCEPT a Star Fleet Universe 
product. 

Proposed articles for Nexus, EXCEPT those dealing with the Star Fleet 
Universe. 

Products or designs for possible publication, EXCEPT for the Star 
Fleet Universe. 

Send the following to AMARILLO DESIGN, Post Office Box 8759, 
Amarillo, Texas 79114: 

Anything to do with a Starletter subscription. 

Any questions about, new material for use in, fiction, or business 
proposals relating to any Star Fleet Universe product. 

Proposed articles for Nexus dealing with the Star Fleet Universe. 

Announcements of SFB playing groups or conventions for publica¬ 
tion in Nexus. 

Products or designs related to the Star Fleet Universe for possible 
publication. Send a written querry first; note the submission terms (printed 
in all SFB/SFU products) for unsolicited material. 

NO RETURN POSTAGE = NO ANSWER 

The following persons have written to the Bureau or Task Force re¬ 
questing various information, but failed to include the required return 
postage. As we had no way to answer their questions or fulfill their re¬ 
quests, their letters were discarded. If your name is listed here, your let¬ 
ter was discarded, and you will not receive a reply. You may wish to 
resubmit your letter, including the required stamped self-addressed 
envelope. A * indicates that your material will be held until 1 July 84, 
and you can send a stamped self-addressed envelope (with the required 
postage) for it if you want us to return it. 

Scott Abe!*, Gene Armstrong, Matt Asher, Stacy Bartley, Michael 
Boggs, Mike Brandeberry, John R Brandon III, DJ Brewer, Brian Bruskey*, 
Jamie S Dickie, Robert Edwards, Todd Ehlers, Terry Franklin *, Ronald 
W Gilbert*, James R Gi/let, Joe Hillen, Dave Larsen, Craig A Lechner*, 
Terry A Lee, Eric Marquardt*, Bobby Meyer, Brian Montford, James Pat¬ 
terson, Joseph L Paul, Douglas Reynolds*, Glenn Scott, DavidShatswell, 
Radik Sinyak, Alan S/eeman, Bob Sutherland, and Steven Wheeler. 

NOT INTERESTED 

We have received various proposals for or copies of the following 
items, and are not in the market for further submissions. Please do not 
send any. In each case, we have either accepted one submitted by a 
player, developed our own, or decided that there will never be one. Items 
on the "not interested" list include: 

Andromedan ships of any type. Wait until after Volume III. 

ISC ships of any type. We have them all. 

Tournament cruiser proposals. The contest is over. 

Long (or short) discussions of philosophy based on various books, 
magazines, and technical publications, telling us where we "went wrong" 
in designing Star Fleet Battles. We have every publication ever produc¬ 
ed even remotely related to Star Trek, and have studied them all 
thoroughly. Our decisions as to which items to use and which to ignore 
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were made for good reasons after careful deliberation, and it is virtually 
impossible to change any of them now. It should be noted that an an¬ 
nouncement in Nexus that Task Force was interested in buying copies 
of the Star Fleet Technical Manual was apparently interpreted by many 
people as an indication that we had never seen or did not have a copy 
of it. This is, of course, not the case; we have several well-worn copies. 
The notice was to acquire copies for private collections. 

Role-playing games based on Star Fleet Battles. Any such game must 
be based on Star Fleet Marines, a game that hasn't been designed yet. 

Star Fleet Marines. When it is time to design it, ADB will do so. 

Three-Dimensional SFB. We have a system on file for use in a sup¬ 
plement, possibly during 1985. 

Tholian scouts, minesweepers, or tugs. They don't need a tug; we 
have a scout and a minesweeper on file in Volume If. 

Federation PFs. They never did build them. Use the A-20. Anyone 
with a bit of patience can turn the A-20 into a PFSSD if you really want 
one. 

Starship Reliant SSDs. We aren't licensed to use it, and the NCL that 
we designed before ST-TWoK is quiet adequate. 

Phaser stun rules. We have all seen the episode where a ship's 
phasers stunned an attacking army of ground troops, but the scene was 
one of the elements eliminated during the design of Star Fleet. That much 
energy coming through an atmosphere would cause a hurricane. Using 
ship's phasers on stun in ship-to-ship combat would instantly become 
the only means of combat due to the high probability of capturing a ship. 
Such use isn't practical anyway due to the metal hulls of the ships. 

Anything based on Star Trek (movies) I, II, or III. We aren't licensed 
to use them, and most of the material from those movies doesn't fit in 
the game, or reality, anyway. 

Kobayashi Maru Scenarios. If you want to play this, you can make 
one up easily enough. Just keep adding K/ingons until the Fed player cat¬ 
ches on to what you're doing, at which point he will probably strangle you. 

Turning ships upside down. This is a clever idea that would allow 
you to turn undamaged shields and unfired weapons toward the enemy 
while flying in the same direction, but that would tend to make the 
scenarios last longer and would complicate the rules for little gain. 

Orion engine doubling for non-Orion ships. You just can't do that! 

Web anchors or bouys. We already have them in development. 

Phaser-IV's on ships. The reason the P-/V works so well is that it 
is on a platform with positional stabilizers, i.e. something that cannot 
move, or at least cannot change orbit. 

Computer programs to resolve damage allocation. We have one in 
advanced development, and are trying to find a place in the production 
schedule for it. If you have a stand-alone computer program for the Apple 
or another mini-computer, contact the Bureau at once. 

Things to absorb or reflect weapons, or rotating shields. Other than 
the Andromedans and perhaps a special monster now and then, there 
is no particular reason to add these things to the game. 

A ship that follows a carrier and has extra ammunition for fighters. 
The Auxiliary Carrier does this job quite well. 

Weapons that only kill crew units, or weapons that disable a ship's 
engines. While often proposed as "the perfect pirate weapon" these 
would quickly be adopted by regular fleets and radically alter the game 
by making every dueI end with one ship captured. 

Weapons that disable a ship's sensors. This would be a "cheap kill" 
and radically alter the game. 

FICTION AUTHORS TAKE NOTE! 

,ln writing Star Fleet Universe fiction for possible use in Nexus or Cap¬ 
tain's Log, the best advice is to know and play the game. Time and again, 
stories are rejected because they hinge on something that is not allow¬ 
ed in the rules. (Recently there has been a rash of ships towing scatter- 
packs into battle, a cute trick that is strictly illegal.) 

A second word of advice is that the members of the design commit¬ 
tee, not the fiction authors, are responsible for adding new ships, 
weapons, or rules to the game. If your story introduces a new weapon 
that radically changes the game, a new race, or a wonderful new ship 
that will make all others obsolete, your story probably won't be printed. 
More stories are rejected for this reason than for any other. The best pro¬ 
cedure is to use material already in the game. If you absolutely must use 
a new rule, ship, or weapon, submit it for approval BEFORE writing the 
story. Note, however, that while things can be rejected in a few minutes, 
getting them approved is difficult to impossible and could take up to six 
months except for the most simple items. 

Authors need patience more than anything else. We already have 
more than enough fiction to last until the summer of 1985. While we 
might use something sooner, don't expect to see your story in print two 
weeks after you mail it. 


Continued on Page 4 








After more than a year of research, 
development and exhaustive play-testing, 
Powers and Perils is here! Explore 
the limitless depths of fantasy role- 
playing, soar to the heights of 
imagination, chart new paths in the 
enthralling wilderlands of unlimited 
fantasy. Powers and Perils provides 
the fuel to rocket you into new 
dimensions of excitement and exhiliration. 

Locked securely within its mystically 
strong bookcase box, Powers and 
Perils consists of four rule books, with 
over one hundred and eighty pages of 
fascinating rules and information. In 
addition to this immense and 
comprehensive mass of data, the game 
contains a scenario that completely details 



an entire county in a fantasy 
kingdom—allowing you to step into the 
Powers and Perils world immediately. 

Beyond this, stretching the physical limits 
of its mystically large container, the game 
also includes a complete pad of Character 
Record Sheets and the basic dice that you 
will need in play. 

To its core, Powers and Perils 

stresses infinite variation, excitement and 
adventure. Any fantasy force, from the 
greatest sword of legend to the lowest 
amulet of man, can be created to spark 
your adventures. You set the limits that fit your world. 

Whatever the breadth of your campaign, Powers and Perils 
provides the data, information and rules that will allow you 
to experience it at its most exciting level. $24.00 Retail 

For Powers without limit, Perils without end 
and Adventure beyond compare, 

Powers and Perils is here! 

For any number of players; ideally suited for 6 to 8 persons. 
Available wherever role-playing games are sold. 

The Avalon Hill Game Company 

4517 Harford Road ■ Baltimore, MD 
For credit card purchasing, call TOLL FREE 

800 - 638-9292 
























NEXT FRONTIER —continued 


department for $2 including postage. The "new" SSD's in Volume II will 
be from the SSD books. 


MORE QUESTIONS I HEAR ALL THE TIME 

Question: Why are some of the miniatures lead and others plastic? 

Answer: The Federation DN, CA, DD, SC, and Tug are cast from 
molds made about ten years ago. For various reasons, the cost of stainless 
steel molds of this type has increased by about 800%, and they are simply 
too expensive to make any more. The miniatures would have to sell for 
$20 each. 

Question: How long does it take to get an answer on questions or 
rules submissions? 

Answer: Normally, questions are answered and returned on the day 
they are received; rarely, when / am finishing a product, this could take 
a day or two longer. Some things, however, are not questions but re¬ 
quests for new material, and these can take much longer if they are 
answered at all. Y 

Submissions of new ships and rules material take a slightly longer 
path. About 50% are rejected immediately on receipt. The remainder are 
reviewed at special sessions every month, at which about 75% of what 
o + rejec t ted - The rest enters p/aytest, a process that can take from 
J to 26 weeks and ultimately rejects about 67% of the remainder The 
surviving 4 items out of 100 are then scheduled for publication, a pro¬ 
cess that can take up to a year. Some items, such as the Tholian Web 
Tender, reach publication within six weeks, but those are the rare and 
lucky exceptions. 

Scenarios take a different route. About half are rejected immediate- 
ly;the remainder are placed in a file that currently includes 150 scenarios. 
About three times a year, a pool of 35-40 scenarios is selected and sent 
to the p/aytesters. Of these, some are rejected, most used in Captain 's 
Log, and the remainder used in Nexus or other products. Some scenarios 
have been printed within six weeks of receipt; some have been in the 
file for two years. 

Question: Why do I have to include a stamped envelope to get the 
answers to game questions? I paid $20 for the game! 

Answer: Of that $20, the designer got (after deducting expenses) 
ess than 20 cents per copy. If / answered a question from every player 
(and many sent several letters) and paid the postage, i would have done 
the enure game for free. While that might not be bad for a game that 
/knocked off over a weekend, Star Fleet Battles has been a full-time job 

°:ZVXr° f n 1 d Z eryone has make a living. Contrary to myth, 

/ have NOT made $ 1 million from Star Fleet. 

Question: I have heard it said that after you make up your mind about 
something (that will or won't be in the game), there is no way you will 
change it. Is this true? 

Answer: Sometimes. Usually such decisions are made only after 
months of discussion, debate, testing, and research. It would be silly to 
go to that much effort and then change plans based on one person's suq- 
gast/ons Since many things (including some that are completed but un- 
published) are determined by these basic decisions, changing them is very 
difficult, even when we want to. Y 

Question: In the Kzinti ship names article, two of the DN's had the 
same names as Federation ships. Isn't this unusual? Or Wrong? 

m J" SW ° r: H a , rd,y ‘ As 0f Januar V 1984 Argentina, Denmark, the 
Netherlands, Poland, Portugal, Spain, Sweden, the US, the USSR and 
West Germany all operated a ship named "Dolphin." At least 50 'other 
ship names were in use by two or more countries each at that time. 

tinn? Q \Anf ti0n: + ^ h . Y d ° V A 0U use so many human names for the Federa¬ 
tion? Why not Vulcan, Andorian, etc? 

Answer: Human names are, generally, real people who are well 
kn °wn to most of the public. Aden names would be gibberish made up 
on the spot Considering the well-documented domination of the Federa¬ 
tion Star Fleet by humans, there seems little point in using gibberish 

Question: Flow will Volume II be presented? 

Answer: As a boxed product for $ 19.95. The rulebook will be 96 
pages t will be bound, but is designed to be cut apart and shuffled into 
the Volume / rulebook. It includes all of the rules from Expansions 1 2 
3 plus several new and completely revised rules. Some pages from Volume 

r ? P a ,?f?Z pdate ?' We plan t0 indude a complete fleet Order 
of B at tIef°r (U3.0) Campaign Game and expect the Master Ship Chart 
to include m service' ’ dates for the ships. All " X-ship' ' material will 
,1 de,atedand transferred to Supplement #2. Countersheets will include 
the old sheets from Expansion #2 and #3 plus a completely new sheet 
°J1°8 counters including most of the counters from Expansion # 1 plus 
60 or so new ones. SSD Sheets will be in the old format and include all 
sheets from Expansions 1, 2, and 3plus six or eight new ones. The SSD 
sheets will be bound in a "book" for ease of handling, and should reduce 
warehouse peeking errors to zero. The rulebook will be available separately 
for $9.95 for at least a few months. 

SPECIAL NOTE: If you plan to buy the separate rulebook and want 
to get the new countersheet, it will be available from the TFG spare parts 


PROJECT STATUS REPORT 

Already released this year are Nexus #7, Nexus #8, SSD Book #4 
and Captain's Log #3. ' 

Scheduled for the rest of this year are Volume II, Volume ill, Supple- 
ment #2 (X-ships), Nexus #9, Nexus #10, and Captain's Log"#4 The 
SSD book project is finished, although we might do a "grab bag" book 
next year. Ship's Computer (record keeping computer disk) is in playtest 
and awaiting production arrangements. Computer Star Fleet is waiting 
for a designer who doesn't insist on being paid in advance; applicants 
should send a letter (not a call) to Amarillo Design. Federation & Empire 
should appear at Origins '85. Star Fleet Marines may appear as a boxed 
game in 1986 or as a supplement in 1985. 

We have several "supplement project files" that might eventually 
turn into supplements, boxed games, or major rules sections in Nexus 
or Captain's Log. These include: 

"Supplement 1,000": Our famous book of 1,000 refits, where we 
take every existing ship class and use it for something else, most of which 
would be proposed but unbuilt wartime conversions. 

''Supplement PF": Fast patrol ships, variants, and advanced rules. 

^Supplement 3-D": Three-Dimensional combat. 

"Supplement BP": Advanced boarding parties, advanced ground 
combat, troop transport ships. 

Supplement C": packs of extra counters. 

"Supplement SLB": Sub-light battles. 

Supplement Civ": Police ships, system defense stations, defense 
monitor ships, and commercial platforms. 

exploratior| lernent E * P Monsters ' sclentific survey ships, and system 

Supplement NR": Four new one-hex races (no new technology) 1 
this product would have counters for both SFB and F&E. 

None of these products will appear before 1985, but we are accep¬ 
ting submissions to be held in those files. Mark your submission for the 
appropriate file. Analysis of those submissions is done on a very low priori¬ 
ty basis, so don't expect an immediate answer. Exercise patience in 
waiting for these products to appear; we will only do two supplements 
per year in any case. No decision on the 1985 product selections will 
be made until late this year; it will be announced as soon as it is made. 

Some of these project may appear in "preview" form in Nexus. Fa 
example, we might published four pages of new ships and two pages 
of new rules for SLB, Civ, 1,000, or Exp. 

The following projects are on the "back burner" or "cold stove" 
h.e. they are ideas but not under active consideration): Sector Modules 
Role Paying, Pirates of Orion, Science Officer, paperback books of SFB 
fiction SFB posters, and the Star Fleet Universe Technical Manual. 

he Starhst computerized contact system is not yet operational We 
have about 3,000 SFB players on the list, and the plan is to provide, for 
a nominal fee, a list of the people in your area. Unfortunately, the only 
people who can run the system are the staff of ADB, and they are busy 
with Volume II and Volume III. When they have time to run the system 
it will be announced. If you want your name and address added to Star-list' 
send it to Amarillo Design. Please don't ask for a list of gamers in y 0 J 

Starletter ^ SyStem ls runnin 9 we will announce it in Nexus and 

Nexus will periodically update you on the status of these projects- 
please do not write or call to inquire about unscheduled future projects! 

PLAYING GROUPS 

On a space available basis, Nexus will list contact information on 
playing groups, and announcements of conventions at which Star Fleet 
tournaments will be held. Send in your announcements (to ADB) as far 
ahead of time as possible. 

ORIGINS 1984, June 21-24, Dallas, Texas. Information on SFB tour¬ 
naments is in a special section in this issue. 

Korh DE nqr °«Jc H JUne 21 ' 24 ' Ch attanooga, TN. Contact Irvin 

(404 7677 ^ 8 n| 5 Th hatta l! 00 D 9a Bank Bld9 ' Chatt anooga, TN 37402 
(404- 7 67-7360). Th,s ls the Re 9 lor| al Science Fiction Convention, com¬ 
plete with everything from Folksinging to the SCA. There is a gaminq 
section (run by Tom Hammond, one of the veteran SFB playtesters) and 
that has an SFB Tournament (run by Jeff Smith, one of the Commodores) 

Star Fleet Wargaming Society meets Wed, Fri, & Sat nights at 
Dragon s Lair, Webster Grove MO 63119 (near St Louis). 

Mercer Adventure Gamers meet 1st, 3rd, and 5th Saturday of the 
month, 9am-5pm, at the Grade Norton Rogers School, Stockton Street 
Hightstown NJ 08520. Contact Scott Behren at 448-4120. 

Note that each issue of Captain's Log lists active playtesting groups. 

If there is one near you, send a stamped reply envelope and we'll tell 
you how to contact them. 

★ ★ ★ 
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PATROL 

by Dennis R. Ricketts 
Copyright © 1984 Amarillo Design 

Silence. I remember the silence the most. 

It seems that we have patroled this little piece of space so much that 
even the stars have been chased off. 

God; I hate patrol. 

The same six men. 

The same six F-18 shuttles. 

The same empty stars of the Neutral Zone. 

Silence. 

The sub-space radio cracks to life. "Blue Bird Six, this is Blue Bird 
One." 

I wonder. "Blue Bird Six; go ahead Blue Bird One." I answer. 

"Mother Hen has picked up some long-range sensor readings that 
they cannot identify. Want us to check them out. Heading two nine-er 
one; mark six. Looks like its coming from Klingon Space." 

"Roger. Changing to two nine-er one; mark six," I answer. My left 
hand shoves the throttle forward, and my shuttle answers with the low 
hum of drives coming to life. 

What the hell is this? I wonder. The war's moved up to the Kzinti 
frontier and all there is here is local smugglers and an occasional Orion. 

"Blue Bird One to chicks. I'm locking onto the coordinates. Take my 
lead. We should have them on scanner in eight mikes and visual in ten. 
Keep it tight." 

God; I hate patrol. You never know, and you're half afraid of, what 
you're going to find. 

Silence. 

In the back of my mind I see Jan and the kids. Wayne will be three 
in two weeks. Growing like a weed. Hope Jan's not mad any more. When 
I told her I had to go on patrol again, she really hit the roof. Don't blame 
her though. Been through so much this year; we hardly see each other 
any more. But the Hen, that converted piece of space-junk that was a 
freighter in its younger days, is due for an overhaul in a couple of months 
and that means shore leave. Hope we can hold out for that long. 

God; I hate ... 

The radio snaps me back. The other pilots are all talking at once. 

"What the hell is out there?" ... "Looks like warp energy that's about 
to explode." ... "Readings are erratic — off the scale." ... "Too small 
to be a starship." ... Nothing that small can have real warp drives." 

Blue Bird One asserts his authority. "Take it easy. We will have visual 
in two mikes. Go to wing formation ... look sharp ... eyes open ..." 

God; I hate patrol. I wonder what the Orions are up to this time. 

"They've spotted us. They're going into an attack formation." 

"Arm drones; energize phasers." 

"Blue Bird One, this is Blue Bird Three. I'm having a malfunction. 
Scanners are giving me a distorted visual." 

"No, Blue Bird Three. Your scanners are fine. I'm getting the same 
thing too." 

Blue Bird Three answers: "What is it?" 


The manta-wing hull, the too-long neck; a Klingon ship fades onto 
my screen. But it's all wrong. Too damn big for a shuttle; way too small 
for a starship. It has warp signature, but that too is wrong. Too unstable. 
Too ..." 

"They're making a run!" 

Jan, where are you? 

I wave to my wing man to follow me right as I lock onto the outside 
Klingon ship. My right hand tenses on the stick, fingers working the but¬ 
tons and levers to uncage my drones and show them their target. My 
left hand hovers over the throttles, ready to slam them forward in an at¬ 
tack run. 

"Birds Away!" I cry as I feel the slight lurch of the shuttle as my 
drones launch. 

"Too fast! Too fast!" 

"Get him off my tail! I can't shake him. He's ..." 

I don't hear the explosion. Just see the small flash of light. They got 
one of us; we've hurt two of them. We mix it up with them. 

Men and machines become one. Each straining for the last little bit. 
Just enough to make a critical turn. Just enough to get in that good shot. 
Enough to go home. 

Nothing could have made us ready for this. Large fighters? Small star- 
ships? Police gunboats? What the hell is this? 

Jan? Honey? I miss you. 

"Blue Bird One to Mother Hen. Falling back; Can't hold them. Signal 
Star Fleet. Tell my wife ..." 

A flash of light. Blue Bird One is going home. 

Panic! 

Our group begins to fall apart. Fall back. The Klingons will have no 
part of that. Their pursuit is quick. And deadly. 

I feel the impact as a drone explodes half a mike off my port wing. 
Half my instrument panel goes dead. Smoke begins to fill the cockpit. 
Funny how the only place there can be fire in space is where men are 
fighting. 

Jan? 

I look out the glass and see four of the Klingon ships heading for 
Mother Hen. No one headed my way. How far to the nearest anything? 
How long will my shuttle last? 

Jan, I love you. 

God; I hate patrol. 

"Blue Bird Six. I'm hit ..." I never feel the explosion. Never see the 
flash of light. 

Jan? 

Silence. I am alone. I am going home. 

God; I hate patrol. 

"Mother Hen to chicks. Mother Hen to chicks." 

Commander Reins is looking for us. Looking for me. But I can't 
transmit; radio's shot. I can't help him anyway; I'd just tell the Klingons 
where I am. Someone has to survive this mess. 

Jan? Will you understand that I didn't run until it didn't matter? 

"Border Station nine. This is Hen Three. We have trouble." 

I hear him call. Hear him tell them the little he knows. Then silence. 

God; I hate patrol. 

★ ★ ★ 
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(SN8.0) PATROL, PARTI 

In Y1 79, a patrol of F-1 8's became the first to encounter the new 
Klingon G-1 gunboats. 

(SN8.1) NUMBER OF PLAYERS: 2 ; the Federation player and the Klingon 
player. y 

(SN8.2) INITIAL SET UP 

Fed: Six F-18 in row 42xx, facing F. 

Klingon: Six G-1 in row 01 xx, facing B, speed max. 

All are at WS-lll. 

(SN8.3) LENGTH OF SCENARIO: The scenario continues until all units 
belonging to one player have been captured or destroyed or have 
disengaged. 

(SN8.4) SPECIAL RULES 

(SN8.41) Use a floating map. 

(SN8.42) All drones are type-IM. 

(SN8.5) VICTORY CONDITIONS: The Klingons must destroy at least five 
of the fighters to win. The Federation must destroyed at least two PFs 
to win. If both win or both lose, the scenario is a draw. 


(SN9.0) PATROL, PART II 


Having destroyed the fighters, the G-1 s went on to destroy their car¬ 
rier. Federation relief forces were on the way, and the G-1 s only had time 
for one pass. 

Ser 1 ’ NUMBER ° F PLAYERS: 2; the Federation player and the Klingon 

(SN9.2) INITIAL SET UP 

Fed: One Aux-CV in 2215, heading B, speed 4. 

Klingon: Six G-1, hex row 01 xx, heading B, speed max. 

(SN9.3) LENGTH OF SCENARIO: The scenario continues for one turn. 

(SN9.4) SPECIAL RULES 

(SN9.41) Use a floating map. 

(SN9.42) All drones are type-IM. 

(SN9.43) The Klingon ships are those from scenario (SN8). No damaqe 
is repaired or ammunition replaced from that scenario 

(SN9.44) Any fighters that survived (SN8) are on the Fed ship and fully 
rearmed. 1 

(SN9.45) No Klingon ship can self-destruct. 

(SN9.5) VICTORY CONDITIONS: The Klingons must destroy the Federa¬ 
tion ship before the end of turn one. 

★ ★ ★ 



(SNIO.O) ARES IS DOWN! 

by Scott Abel, Kansas 
Copyright © 1984 Amarillo Design Bureau 

The Federation destroyer Ares was on a routine patrol near the Tholian 
border in Y168 when its warp engine overloaded and had to be jettison¬ 
ed. The saucer made a forced landing on a planet in Tholian territory. 
The Federation considered the incident to be a non-military rescue situa¬ 
tion; the Tholians cosidered it to be a clandestine operation to spy on 
their territory. Negotiations proved fruitless (as they had only three years 
previously), and the new sector Commodore, Richard Grey in his flagship 
xcahbur, was sent to rescue the crew. Grey's orders were to get the 
crew off of the planet with the minimum use of force. 

(SN10.1) NUMBER OF PLAYERS: 2; the Federation player and the Tholian 
player. 

(SN10.2) INITIAL SET UP 

A small planet in hex 2215. 

Federation CC Excalibur enters on xxOI hex row on turn 1, speed max 
heading at player's option, WS-lll. 

Tholian C in hex 1927, heading A, speed 4, WS-I. 

Tholian PC in hex 0914, heading B, speed 6, WS-I. 

Tholian PC in hex 3311, heading F, speed 6, WS-I. 

(SN10.3) LENGTH OF SCENARIO: The scenario continues until the 
Federation ship has been captured or destroyed or has disengaged. The 
Federation ship must leave the map before the end of turn ten. 

(SN10.4) SPECIAL RULES 

(SN10.41) The map is fixed; it does not "float." Any ship leaving the 
map has disengaged and cannot return. The Federation ship can only leave 
the board in direction A, the Tholians can only leave the board in direc¬ 
tion D. 

(SN10.42| There are 19 crew units located on the planet at 2215E. The 
Federation ship must rescue these by shuttlecraft or transporters There 
are two Federation shuttles with the stranded crew units. 

(SN10.43) The crew units are assumed to be located at a Ground Com¬ 
bat Location (D15.0). There are no control stations, but there are assumed 
to be three Ground Defense Systems at the location. 

(S N 10.44) Any Tholian ship that is crippled will cease firing and leave 
the board at its best speed. The Federation player cannot fire on a crippled 
Tholian ship. 

(SN10.5) VICTORY CONDITIONS 

If the Federation player rescues at least 10 crew units from the planet 
and leaves the board without his ship being crippled, he wins. Otherwise 
he loses. ' 

As an alternative victory condition, give the Federation player 5 points 
for each rescued crew unit, a 25 point bonus if he does not crippled any 
Tholian ships and deduct one point for each point of internal damaqe 
scored on the Excalibur. If the total score is 75 points or more, the Federa- 
tion player wins. 

(SN1 0.6) VARIATIONS: Replace the Excalibur with the D7C Darkslayer. 

(SN10.7) BALANCE: Move the Tholian ships closer to, or farther from 
the planet. Add a PC or a Federation frigate. 

(SN10.8) TACTICS 

FEDERATION: Regretably, the best chance is to cripple the Tholian ships 
almost immediately. This will take three to five turns, assuming that the 
Tholians obligingly present themselves before your overloaded photon 
tubes. 

If you do not want to cripple Tholians, make a series of high-speed 
passes by the planet, carefully selecting which shield to drop at the ap¬ 
propriate time for beam crewmen aboard. 

THOLIAN: Your only chance is to fight, but your force is difficult to use. 

he two PCs are too slow to run and so weak that one good blast would 
wreck them. Keep your ships close together and concentrate your fire 
on a single shield. Try to cripple him before he cripples ail of your ships. 

(SN 1 0.9) PLAYTESTER'S COMMENTS: A good chance for the Tholians 

to fight someone besides the Klingons. 

★ ★ ★ 



















SHIPYARD REPORT: FEDERATION SHIP NAMES 


Copyright © 1984 Amarillo Design Bureau 


This is the second in a series of articles that will list known ship names 
for a given fleet. The list given in this article is not intended to be a com¬ 
plete or all-inclusive list of every ship to ever serve in the Federation Star 
Fleet. Rather, it is a representative sample of ships known to have been 
in service at one time or another during the period Y1 50-Y185. By all 
means, if your favorite ship name is not on this list, do not hesitate to 
continue using it. 

Tracking ship names is difficult, if not impossible. Some ships were 
destroyed and later replaced by new construction. Some were named 
but never completed. Some were in service at earlier, or later, time periods 
than this list covers. Some ships changed names during the course of 
their careers, sometimes to the name of a sistership lost in combat, and 
sometimes so that their name could be "promoted" to a larger class. 
It is known, for example, that the DD NCC-303 was originally named 
Nimitz, but the name was changed to Perry when the CVS NCC-1951 
was named Nimitz. Likewise, it is known that the names Defiance and 
Yorktown were carried by two NCL-class ships late in the war; presumably 
the CA-class ships of these names were destroyed in combat and replaced 
by NCL's. The CA Hood was lost in combat, and a frigate renamed Hood 
to keep the name alive; the name was finally transferred to an NCL. Shortly 
thereafter, the original CA Hood returned to base (the ship's log became 
a legend), further complicating the issue. The Federation was not above 
renaming a ship simply to confuse the enemy. This illustrates the confu¬ 
sion of the late-war years, when ships were being produced (and 
destroyed) at a furious pace. 

The primary purpose of this list is to provide names and hull numbers 
for use on miniatures. No gamer can be far wrong if he paints a name 
and number from this list on one of his ships of the appropriate class. 

A secondary purpose is to provide a list of ship names for use in 
scenarios or fiction. 

The numbers listed are the NCC (Naval Construction Contract) num¬ 
bers, which the Federation used instead of "hull numbers". Thus, 2100 
is a DN number; under a hull number system there would have been a 
DN, CA, DL, DD, and FF all with the hull number "1" and probably all 
in service at the same time. These NCC numbers were issued consecu¬ 
tively within classes, but the block of numbers assigned to each type 
were generally assigned in order of size. Thus 301 is a frigate, 501 a 
destroyer, 901 a light cruiser, 1701 a heavy cruiser, and 2101 a dread¬ 
nought. This system was not perfectly followed. Note the heavy cruisers 
1017, 1371, and 1372, which were sub-light ships refitted with warp 
power. These three were the only survivors of two classes of sub-light 
ships still in service in Y150; the other 27 ships of those classes were 
lost in combat or retired prior to that date. Some of these "retired" CA's 
were converted to warp power and recommissioned during the war. 

This list should not be considered as a "revised Federation Order 
of Battle" since not ail of these ships served at the same time. We are 
well aware that the Star Fleet Technical Manual lists several hundred more 
ship names than the fleets in Star Fleet Battles are listed as using; these 
names include replacements, new construction, never completed ships, 
and (in the case of the CA-class) ships of later cruiser classes (NCL's). 
This article updates, expands, corrects, and supersedes the list in the 
technical manual. 

Several new classes (SCS, BC, etc) are mentioned; these exist in 
our files and will be published in due time. 

Material from the Star Fleet Technical Manual is© 1975 Franz Joseph 
Designs and used with their kind permission. 


DREADNOUGHTS 

2100 Federation 
2109 Condordat 
2113 Alliance 


2101 Star League 
2110 Directorate 
2115 Dominion 


2106 Konkordium 
2112 Star Union 
2119 Consortium 


HEAVY CARRIERS 

2200 Napoleon 2201 MacArthur 2202 Zhukov 

Notes: CV-2203 Julius Caesar was never completed. CV-2204 George 
Washington and CV-2205 Frederick the Great were planned but never 
begun. CV-2200 Napoleon and CV-2203 were under conversion to an 
SCS (with A-20 shuttles) when the General War ended. 


HEAVY CRUISERS and COMMAND CRUISERS (marked *1 

1017 Constellation 

1371 Republic 

1372 Reshadije 

1700 Constitution 

1701 Enterprise 

1702 Farragut 

1703 Lexington * 

1704 Yorktown 

1705 Excalibur * 

1706 Exeter 

1707 Hood 

1708 Intrepid 

1709 Valiant 

1710 Kongo * 

1711 Potemkin 

1712 Bon Homme Richard 

* 1713 Monitor 

1714 Hornet 

1715 Merimac 

1716 Endeavor 

1717 Defiance 

1718 Excelsior 

1719 Eagle 

1720 Lafayette * 

1721 Wasp 

1722 El Dorado 

1723 Ari 

1724 Saratoga 

1725 Tori 

1726 Krieger 

1727 Essex * 

1751 Kirov 

1761 Bismarck 

Note: Bismarck and Kirov were the prototypes 

of two new classes of 

improved " battlecruisers " with stronger weapons. 

GALATIC SURVEY CRUISERS 

1 800 Byrd 

1801 Columbus 

1802 Darwin 

1803 Lewis & Clark 

1804 Magellan 

1805 Marco Polo 

1806 Cousteau 

1807 Sagan 

1808 Armstrong 

LIGHT CRUISERS (NCL) 

1 500 Kearsarge 

1501 Reliant 

1502 Alabama 

1503 Repulse 

1504 Renown 

1 505 Prince of Wales 

1 506 Mutso 

1507 Nagato 

1 508 Kaga 

1509 Gneisenau 

1510 Scharnhorst 

1511 Prinz Eugen 

1512 Vittorio Veneto 

1513 Littorio 

1514 Caio Duilio 

1515 Kara 

1516 Kynda 

1517 Krivak 

1518 Dunkerque 

1519 Richelieu 

1 520 Strasbourg 

1521 Rivadavia 

1522 Moreno 

1523 Minas Gerais 

1524 New Jersey 

1525 Iowa 

1526 Missouri 

1527 Kortenauer 

1528 De Ruyter 

1 529 Naken 

1530 Glorie 

1531 Defence 

1 532 Pervenetz 

1533 Meko 

1534 Vosper 

1 535 Groton 

1536 Ramadan 

1537 Aliyah 

1538 Assawari 

Notes: About 60 other ships of this class were built during the General 
War. Most were lost in combat. 

LIGHT SCOUT CRUISERS (NCL conversions) 

2001 Discovery 2002 Santa Maria 

LIGHT ESCORT CRUISER (NCL conversion) 

1 544 Laffey 

2003 Calypso 

LIGHT CRUISERS (OLD) 

900 Texas 

901 Carolina 

902 Kashmir 

903 Wales 

904 Zaire § 

905 Bavaria 

906 Lorraine * 

907 Valencia § 

908 Apulia * 

909 Tyrol § 

910 Macedonia 

911 Muscovy * 

912 Sinai X 

913 Anatolia 

914 Suffolk 

91 5 California* 

916 Isfahan § 

917 Saskatchewan 

918 Hokkaido 

919 Sinkiang 

920 Johor § 

921 Mindanao § 

922 Tasmania 

923 Gran Chaco 

924 Alaska X 

925 Finnmark 

926 Flanders § 

927 Zaparosche§ 

928 Tanganyika 

929 Leinster 

930 Oaxaca 

931 Patagonia 

932 Falklands 


* Converted to Escort Cruiser 
§ Converted to Minesweeper 
X Other known Conversions 

Note: Some of these ships, probably 4, were converted to Commando 
Cruisers. The exact identity of the converted ships is not known with 
certainty, in addition, there appeared to have been other old-style light 
cruisers, perhaps as many as 20, preserved as a "mothball " reserve fleet. 
Many were scrapped, and some were reactivated to replace losses. At 
least six of these reserve ships were still intact as late as Y170, and may 
have furnished some conversions. 

LIGHT SURVEY CRUISERS 

962 Viking (ex-Sinai) 974 Voyager (ex-Alaska) 

HOSPITAL SHIPS (old light cruiser conversions) 

948 Refuge 949 Sanctuary 


STRIKE CARRIERS 

1951 Nimitz 1952 Yamamoto 1953 Nelson 

1954 Gorshkov 1955 ??? 1956 ??? 

Notes: Other ships of this class were built during the General War, but 
their names are not confirmed. Nimitz served on the Romulan border; 
Nelson and Gorshkov served on the Klingon border. Yamamoto was part 
of the centra! reserve. 


ESCORT CRUISERS 

956 Ney (ex-Lorraine, escort for Napoleon) 

965 Patton (ex-California, escort for MacArthur) 

961 Konev (ex-Muscovy, escort for Zhukov) 

958 Crassus (ex-Apulia, escort for Julius Caesar) 

951 Harry Lee (proposed escort for George Washington) 
955 Scharnhorst (proposed escort for Frederick the Great) 
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DESTROYERS 


Saladin 

501 Genghis 

502 Darius 

Alaric 

504 Sargon 

505 Xerxes 

Pompey 

507 Kublai 

508 Suleiman 

Etzel 

510 Tamerlane 

511 Alexander 

Hannibal 

51 3 Ahriman 

514 Rahman 

Adad 

516 Hashishiyun 

517 Azrael 

Hamilcar 

519 Shaitan 

520 Ares 

Pazuzu 

522 Hiawatha 

523 Atilla 

Zoroaster 

525 Golda Meir 

526 Brigham Young 

Sadat 

528 Czar Alexander IV 

529 M.L. King 


521 


DESTROYER ESCORTS 

565 Halsey (escort for Nimitz) 

566 Nagumo (escort for Yamamoto) 

567 Collingwood (escort for Nelson) 

568 Chernavin (escort for Gorshkov) 


570 Bernadotte 
572 Kenney 
574 Rokosovsky 
576 Ptolomy 
578 Von Steuben 
580 Old Dessauer 


571 Murat 
573 Kincaid 
575 Timoshenko 
577 Aggripa 
579 Hamilton 
581 Schwerin 

NOTE: The last six listed ships were never built, or may have been com¬ 
pleted under the names of destroyed sisterships. 


(esc for Napoleon) 
(esc for MacArthur) 
(esc for Zhukov) 

(esc for Caesar) 

(esc for Washington) 
(esc for Frederick) 


SCOUTS 


585 Hermes 

587 De Gama 

589 Dianna 

591 Bridger 

592 Carson 

594 Cody 

595 Revere 

597 Bowie 

600 Crockett 

FRIGATES 



301 Burke 

302 Hornblower 

303 Perry 

305 Drake 

306 Jellico 

307 Churchill 

308 Beaty 

309 F D Roosevelt 

310 Lehman 

311 De Gaulle 

312 T Roosevelt 

313 Graf Spee 

314 Tegethoff 

31 7 Hipper 

318 Yi Sun Sin 

319 Tanaka 

320 St Vincent 

321 Zhadanov 

323 Guderian 

324 Dunnigan 

325 Ushakov 

326 E.J. King 

327 Lutjens 

328 Montgommery 

329 Villeneuve 

330 Rickover 

331 Donitz 

332 Mallory 

333 J P Jones 

334 Togo 

335 Harwood 

336 Rommel 

341 Doolittle 

342 McClusky 

343 Jason 

344 Dewey 

345 Degrasse 

346 Suffren 

347 Senyavin 

348 Hosegawa 

349 Shaw 

350 Chadwick 

Notes: About 

80 more frigates, of various classes, were built (and 


lost) during the General War. 

ESCORT FRIGATES 

315 Fletcher 316 Spruance 

304 Takagi 322 Kondo 

337 Barry 338 Hardy 

339 Yegorov 340 Smirnov 


(FFR, esc for Nimitz) 
(FFR, esc for Yamamoto) 
(FFE, esc for Nelson) 
(FFE, esc for Gorshkov) 


FLEET TRANSPORT TUGS 

3801 Ptolemy 3802 Al Rashid 3808 Galilei 

3815 Copernicus 3816 Keppler 3822 Newton 

3824 Cassini 3830 Messier 3833 Halley 

Note: There is record of a Battle Tug named "Jan Zizka' 

number is known. 


but no NCC 


SPECIAL INVITATION 

In response to repeated requests by players, Amarillo Design is cur¬ 
rently creating lists of known ship names for all fleets. (The Klingons will 
be next.) If you have any suggestions for ship names, please feel free 
to send them to ADB. (You may mark one name as your "special request" 
which will be given priority consideration.) We may publish an update 
of the Federation Star Fleet (with additional CL, NCL, and FF names) at 
a later time. 

Please, in sending in your suggestions, translate them from Kling- 
onese (or whatever) into American/English. There is little point in prin¬ 
ting a string of unpronounceable gibberish. 

★ ★ ★ 


THOSE STARFIRE MINIATURES 

Copyright© 1984 Amarillo Design 

Task Force's recent release of 8 packs of miniatures for the Starfire 
game system can provide welcome relief to Star Fleet gamers who lack 
miniatures for some ship classes. Some of the Starfire ships fit SFB ship 
descriptions fairly well, and you may want to run right out and get them 
for this purpose. Others require considerable imagination (and guts) to 
use in SFB and would probably be used as fillers only by people who had 
already bought them for "legitimate" use in Starfire. Let's look at each 
Starfire class and what can it can be used for. 

SUPER-DREADNOUGHT: An amazingly good likeness of the Gorn 
sublight battleship. 

BATTLESHIP: A respectable approximation of the Free Trader, or 
possibly an imaginary Gorn sublight cruiser. 

BATTLECRUISER: This ship doesn't really look like anything in SFB, 
although its general shape is rather Klingonish. It could be used as a D5 
or one of the D6 variants, since it would be visually distinct from the 
normal D-type hull. This would at least make the D5 and D7 easy to tell 
apart. 

HEAVY CRUISER: Another ship that doesn't look like anything, but 
is sufficiently Klingonish to be used for the F5L destroyer (at least it's 
about the right size). This ship could also be used as a War Eagle or one 
of the other Romulan Eagle/Hawk variants or a Klingon or Romulan PF. 

LIGHT CRUISER: This ship is a reasonable aproximation of the yet 
unpublished Romulan Snipe (basically the frigate from the same time 
period as the Warbird). It could also be used as a free trader. 

DESTROYER: This ship could be used as a Gorn destroyer (bumping 
your exising DD fleet to light cruiser status) or as the yet unpublished 
Gorn frigate. It could also be used as a Battle Destroyer, even though 
the shape is not exactly correct. 

FRIGATE: It doesn't look like it at first, but this ship is amazingly 
adaptable to use as a Federation Police Cruiser. 

CORVETTE: A very good approximation of an unpublished Hydran 
police ship. 

ESCORT: Usable as a Gorn PF or as the unpublished Gorn police ship. 

HEAVY CARRIER: This ship could be used as a Gorn CL. The front 
saucer is too small, but the shape is about right. 

LIGHT CARRIER: Very similar to the Federation Express. 

FIGHTERS: Useable without modification or embarrassment as 
fighters or PFs. The pack includes 9 fighters, a number that doesn't fit 
into anything (even in Starfire), but 2 packs would provide 3 PF flotillas 
or a squadron and a half of fighters. The price (44 cents each) is the best 
part. 

FREIGHTERS: These don't look like the existing Starline 2200 
freighters, but they are respectable freighters (the price is right at less 
than $ 1 per ship) and could be used as a substitute. With a little thought, 
these could be mixed with SL-2200 freighters, terming them "in¬ 
trasystem" ships with about 10 cargo boxes. 

BASES: A base is a base, and these can be used for any of the bases 
in SFB. The pack includes five, which will conveniently work out with 
the new system defense satellites in Captain's Log #3, since five of these 
(three in a low orbit and two in a high one) are assigned to each planet. 

The ships can be used in SFB with the stands that come with them, 
or you could consider getting new stands and stand covers (available from 
TFG as spare parts) and mounting the ships on them. 

Everyone who uses fighters or PFs and plays SFB with miniatures 
will want to run out and buy every fighter pack he can find. The other 
ships can be used to fill in classes that do not have Starline miniatures. 
Some thought is in order since most of these come in multi-class packs. 
(Task Force may consider repackaging some of the ships to enhance this 
use.) As the DN and BB come together, you'll want to acquire that pack 
only if you are planning extensive Gorn sublight wars. The Frigate, Cor¬ 
vette, and Escorts come together but since they all can be used as police 
ships that presents no problem. The two cruisers and the destroyer come 
together, but all can be used as Romulans or Gorns. 

Modification of these ships (adding or removing parts or details) is 
best left to another time; we welcome your suggestions. 

Much of the use of these ships will be in the future, when we print 
the needed SFB designs and when the Starfire line is expanded to include 
at least one more race, or at least another couple of packs of fighters. 
The Starfire line consists of quality ships, and no SFB gamer need be em¬ 
barrassed about using them. 

★ ★ ★ 
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THE ACADEMY 

Copyright © 1984 Amarillo Design Bureau 

The Commander cleared his throat and rapped his pencil on the 
podium. 

"Today I would like to take up the topic of the Expanding Sphere 
Generator. As you all know, from time to time Lyran ships appear on our 
frontier, and Federation ships operating in Kzinti territory often encounter 
them. As cadets and future Star Fleet officers, you should know how 
to deal with this threat. 

"Can someone give me a basic conceptual description of a Lyran 
ship?" the Commander asked. "Yes, Cadet Hatch?" 

"A Klingon without drones but with an ESG." 

"Excellent, and exactly the point. If you can deal with a Klingon, 
and understand the ESG, you won't have any trouble with the Lyrans. 

"Cadet Olesen, you had a comment?" 

"With all of those phaser-3's, I would consider the typical Lyran a 
more powerful short-range opponent than a Klingon." 

"A point you can discuss in a 5,000 word thesis due tomorrow, 
Cadet. 

"Now, we all know what an ESG is and how it works," the Com¬ 
mander went on. "Can someone give me a tactical analysis?" 

The engineering cadet in the front row turned off his calculator and 
waved his hand toward the Commander, who then nodded. 

"Expandable energy field damaging anything it touches," the 
engineer began. "Primarily four uses, three defensive and one offensive. 

"The defensive implications are that it will destroy incoming drones, 
keep fighters outside of the effective range of their phasers, and keep 
enemy ships from closing since they would receive facing shield damage 
on the approach. 

"The primary offensive implication is that it can be used to ram enemy 
ships." The engineer then turned his calculator back on and resumed 
working on his neutronics homework. 

"Thank you for the dissertation," the professor acknowledged. 
"Cadet Hack, just why is this so important?" the Commander asked of 
the youngest cadet in the room. 

"The traditional means of resolving combat," Cadet Hack explain¬ 
ed, "is to close to short range and clobber him. With the ESG you can't 
afford to do that, since the Lyran ship, class-for-class, is the equal of 
the Federation ship and has the ESG's to boot. Getting hit with an ESG 
on the way to a death duel gives him too much of an advantage." 

"Excellent, Cadet Hack. Now, if the ESG is causing all of these pro¬ 
blems, what can be done to knock it down?" The Commander scanned 
the classroom and picked on a likely target — Cadet Spencer. 

"Sir. Small explosive mines prove very useful. They can be positioned 
and the enemy ship lured across them." 

"Correct but inadequate," the Commander cautioned. "Cadet 
Thompson, do you have a more complete answer?" 

"Yes, sir," Cadet Thompson responded, leaping to his feet and coun¬ 
ting off the methods. "The point is to get a lot of small objects in the 
way of his field. These can include fighters, drones, mines, suicide shut¬ 
tles, asteroids, etc. If worst comes to worst, have two or more ships ram 
the field at the same time, minimizing the damage." 

"Name one method a ship commander can use increase to the 
number of objects for the field to encounter?" the Commander asked. 
"Cadet Crull?" 

"Scatter packs, if properly employed," responded the cadet. 

" Elaborate, Cadet!" 

"Set the packs to release at 40,000km. He will then hit the drones 
and the shuttle itself." 

"What if you don't want the shuttle to be destroyed?" the Com¬ 
mander demanded. 

"You could send it in from a flank, but if he wants that shuttle, he 
can get it with his phasers. I'd just as soon use it against the sphere." 
Cadet Crull looked relieved as the Commander nodded and turned to the 
other side of the room. 

"What is the key element of anti-ESG tactics?" the Commander 
demanded of a cadet in the back row. 

"Timing," responded Cadet Pini. 

"Explain." 

"The ship probably has two ESG systems," Cadet Pini began. "Each 
can remain in operation for a specific period of time, then must remain 
out of operation for an identical period of time. If the field is knocked 
down before its time is up, there will be a gap before the next field is 
activated. If the second field is activated when the first one goes down, 
the gap can be much larger." 

"And the point of this is?" the Commander prompted. 

"That you will probably only get once chance, or can only afford 


to buy one chance," Cadet Pini answered, "and that you have to carefully 
time when you want that field to go down." 

"Thank you," the commander answered. "Cadet Hunter, did you 
have a comment?" 

"Yezz Sirr," purred the big Kzinti exchange student sitting in the 
front row. "We find it necezzzaryy to coordinate our drrone attackzz so 
that all drronezz arrrive at the field boundrry at the zzame inzztant. Alzzo, 
zzome of ourr commanderzz prreferr to rram the field zzquarely with theirr 
zzhip, launching dronezz afterr the field izz down. Zzome fighterr zzquadr- 
ronzz will team up and all czharge the field at the zzame instant, so that 
damage to each izz minimal." 

"Thank you for your contribution, Cadet Hunter." The Commander 
noticed with some annoyance that Cadet Kaufman was dozing. 

"How would your prized retrograde tactics work in this case, Cadet 
Kaufman?" the Commander snapped, tossing a piece of chalk in a high 
arc to land in Kaufman's lap. 

"Excellently of course," Kaufman snorted, shaking himself awake. 
"Although of course they must be adapted to the situation in question." 
Catching the engineer's eye Kaufman tapped out "what situation?" with 
his fingers. The engineer silently mouthed "E S G." 

"Just what were we talking about, Cadet Kaufman?" the Com¬ 
mander asked with dripping sarcasm. 

"Why, combat against a Lyran ship armed with ESG's, of course," 
Kaufman deftly replied. "In which case the Retrograde Tactical System 
will work very well. Simply back up, leave lots of mines behindh and pound 
his shields with proximity photons from long range." 

"But what if you are defending a planetary system, Cadet, and you 
can't back up?" The Commander had Kaufman in a corner. 

"Photons and long-range phaser fire will still work, sir," Cadet Kauf¬ 
man responded. "Dance with him. Keep your speed above warp two. 
Keep out of his way and hit him when you can. Eventually you'll hit one 
of the generators, and then you have him." Kaufman had escaped once 
again. 

"Cadet Hack, do you have anything to add?" 

"Be sure to end your attack runs 40,000km or more from the Lyran 
ship, or he will activate one of the fields and catch you from behind. You 
have to keep track of when they recycle. 

"Also, when you get into close combat, hit-and-run raids against 
the generators can be worthwhile. 

"Finally, you can program the navi-computers for station-keeping 
or evasion, since that will keep you out of his range." 

"Thank you, Cadet. Anyone else? Cadet Smith?" 

"Grab a small Lyran ship with a tractor and shove him into the big 
ship's field," the bearded cadet responded. 

"Poetic justice, if nothing else," the Commander acknowledged. 

"What should you do if you suddenly find yourself in a position where 
you will be rammed by an ESG?" the Commander asked. 

"Do a high energy turn," suggested Cadet Greenberg, her musical 
voice in sharp contrast to that of the male cadets. 

"Fire everything and hope for the best," suggested Cadet Thomp¬ 
son. "You might weaken the field or knock out the generator." 

"Save your fire to use at point-blank range," Cadet Spencer 
countered. 

"The two of you owe me 5,000 word reports debating that issue," 
the Commander challenged. "Anyone else?" 

"Keep your speed up and you can get away from him," Cadet Smith 
pointed out. 

The Commander turned to a new file folder on his podium. "Let us 
assume. Cadets, that you are a staff officer of a squadron being sent 
to an area where Lyran ships could be expected. What equipment and 
modifications would you recommend to the squadron commander?" 

"Fighterzz" snarled Cadet Hunter. 

"Drone racks," responded Cadet Spencer. 

"Rapid fire drone racks," corrected Cadet Thompson. 

"Extra drones ," added Cadet Crull. 

The Commander turned to another file. "What are some tactics a 
Lyran commander would use, beyond the basic defensive and ramming 
maneuvers. Also, what are some of the tactical limitations of the ESG?" 

"A devastating attack," Cadet Crull began, "can be conducted by 
ramming the enemy ship with the ESG, firing all weapons at short range 
with full overloads, overruning the enemy, firing rear weapons, then swit¬ 
ching on the second field and dragging it over him to cause even more 
damage." 

"Excellent." 

(Continued on page 15) 
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STAR FLEET ACADEMY TERM PAPERS 

Copyright © 1984 Amarillo Design Bureau 

Each issue of Nexus presents a series of term papers from the 
students of the Star Fleet Academy (i.e., from you, the players). Each 
will present a specific tactic, for use by players of SFB. 

Readers of NEXUS are invited to submit their own term papers for 
this column to Amarillo Design Bureau. The author of each published 
"paper" will receive $2-$5, depending on length, usefulness, and originali¬ 
ty. Term papers should be short, written in game terms, and deal with 
a single concept. You may submit several papers at the same time. In¬ 
clude a stamped reply envelope. Rejected papers will be returned; those 
accepted will be held for future use. Payment will be made on publication. 

Also included here are reports on basic tactics. These are things more 
experienced players already know, but which beginners have yet to learn. 
Call them to the attention of any beginners in your group, and submit 
anything that you find yourself constantly teaching beginners. 

The key to all tactics is to recognize the basic decisions that must 
be made and the information that must be obtained (or guessed at) to 
make those decisions correctly. 


Basic Tactics 

Allocating Phaser Energy 

When allocating energy to phasers, the first step is to make a judge¬ 
ment about how many of your phasers will actually get a chance to fire. 
For example, a Klingon D7 in a head-on single engagement will definite¬ 
ly have a chance to fire the five forward phasers. But note the two pairs 
of waist phasers, which fire in arcs to either side and rear. If you plan 
to turn to one side, the waist phasers on that side will have a shot, so 
you should have power for them. But the phasers on the other side prob¬ 
ably won't have a shot unless he has the speed to run past you. 

You may find it desirable to charge them anyway. The unused power 
will carry over, and you may be better able to spare it this turn than next. 


Basic Tactics 

He/lbores 

In single-ship engagements, Hellbores tend to be highly over-rated. 
While they have good damage output, they take time to recycle and 
damage all of the shields a little bit instead of damaging the facing shield 
a lot. 

In fleet actions, however, Hellbores tend to mop up an enemy fleet 
— if properly employed in a fire-support role. Delay Hellbore fire until some 
other weapons have fired. What you are looking for is an enemy ship 
with a damaged shield facing one of your other ships with unfired 
weapons. (Such a situation can, obviously, be arranged.) Fire the Hellbores 
at that ship, since most of their damage will be concentrated on the shield 
facing your other ship. Teamwork and cooperation will usually spell 
success. 


Advanced Hellbore Tactics 

Cadet Keith Aguirre 

If the enemy ship has equal shields (or nearly so), fire all of your 
phasers at the facing shield first in an attempt to reduce it to below the 
strength of the other shields. Use suicide shuttles, fighters, mines, or 
anything else. In some (rare) cases you might even drop your front shield 
to use transporter bombs. The whole key is to reduce the facing shield 
to the weakest one. Any other combination splits your fire across two 
or more shields and is counter-productive. 

When fighting against a Hellbore-armed ship, you must carefully con¬ 
sider which of your shields to reinforce. NEVER use selective reinforce¬ 
ment to make all of your shields equal since this just gives him the choice 
of which one to smash. 


Basic Tactics 
Transporters 

When expecting a face-to-face meeting with an enemy ship, have 
energy allocated to the transporters. When he politely lowers your shield 
for you, use the transporters to drop T-bombs or send boarding parties 
onto his ship (which should also have a shield down). The availability 
of reserve power to reestablish general reinforcement can save you some 
nasty hand-to-claw combat. 


Miniatures 

Several Suggestions 

Use painted styrofoam balls for planets. 

Cotton balls, lightly painted with red and gold (it takes practice) make 
excellent plasma torpedoes. 

Small pieces of dowel can be cut to a 1 " length (drill the holes for 
the bases first) and carved to appear as drones. 


Federation Modifications 

Cadet Richard Gurley 

The most common player-added modification to a Federation ships 
is to convert the APR to warp reactors, giving the ship the ability to shoot 
and move at the same time. (Other races have this option; the Federa¬ 
tion must pay for it as compensation for Emergency Deceleration.) 

There is, however, another modification that is of even more value. 
Install photon freezers to back-up the torpedoes! This gives you the ability 
to charge two torpedoes (per tube) at the same time, and gives you the 
tremendous tactical advantage of being able to fire a proximity volley 
at long-range and then move to point blank (on the next turn) and fire 
full overloads. 

This is so good we may have to make it illegal. Certainly a holding 
box coupled to a launch tube should cost almost as much as a tube itself ! , 
and there should be a % turn delay in reloading after firing. —ADB) 


Reconsiderations 
High Energy Turns 

by Stephen V. Cole 

The reason that I invented the high energy turn was to allow a ship 
to escape from a situation it had not adequately forseen. It was suppos¬ 
ed to be a rather risky way of getting yourself out of trouble. 

Unfortunately, it quickly became standard practice, which was why 
we changed the "-2" rule to once per scenario. 

The point of HET's is that you should never deliberately plan to use 
one. Have the power available, and be ready to do it if forced to do so, 
but never give up your ace-in-the-hole if you don't have to. 

At the convention in Denver, three Kzinti ships were charging three 
Romulans. I had interviewed both teams in advance, and knew that the 
Kzintis planned to get the Romulans to fire their torps, then do HETs and 
withdraw. The problem was that the Kzinti SCS was not immune to HET's 
(having a 4-6 rating), and as luck would have it the ship broke down and 
(of course, since luck tends to be all bad when the scenario starts thst 
way) the ship tumbled, rolling into seven plasma torpedoes. 

Then again, I saw a player desperately trying to get off of the (fixed) 
map while facing 20 drones do an HET and then insist that the other 
players allow him to break down and tumble. His guile worked and they 
agreed. They realized their error, however, when they realized that he 
was now still going straight toward the edge of the map and at the same 
speed, but could (albeit randomly) turn a new shield toward the ap¬ 
proaching drones each turn. To be sure, some drones hit down shields, 
but enough struck healthy shields to give him a surviving edge. The tac¬ 
tic is highly unrealistic and should never be allowed, but was fun to watch. 


The Battle Pod Gambit 

reported by Stephen V. Cole 

I watched a player in Albuquerque pull this trick off; he even fooled 
me. The game was a demolition derby type, where each player got so 
many points to use in buying and modifying a ship. One player arrived 
with a cruiser towing a battle pod. Of course, he could not actually dock 
with the pod; he announced the intention of parking it as a sort of mobile 
base. Three enemy players decided to close in on the pod and destroy 
it, reasoning that this would leave its owner at a 35% disadvantage. They 
ran in and fired overloaded weapons at point-blank range in a simultaneous 
volley, only to be informed that they had fired on a pseudo-pod. Where 
were all the points that the clever player had NOT used to buy a battle 
pod? He had used them to up-gun his cruiser, which was now two hexes 
away with overloaded weapons. Some of those points were used to buy 
quite a few mines, which were shortly put to good use surrounding the 
crippled ships. Since they had fired their weapons at the BP, he was able 
to drop his #1 shield and drop mines all around them. 

Obviously the trick would have been exposed by firing one phaser 
at long range on the previous turn — but only if you knew the trick. 


★ ★ ★ 
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TASK FORCE AND AMARILLO DESIGN 
GO ALL OUT FOR ORIGINS 

© Copyright 1984 Amarillo Design Bureau 

To celebrate the fifth birthday of Star Fleet Battles, the staffs of Task 
Force and Amarillo Design Bureau plan a whirlwind of seminars and tour¬ 
naments for Dallas Origins 1984. Volume II is scheduled to be released 
at Origins. If you play Star Fleet Battles, you won't want to miss it. We 
are still working out details, and more information will be available at 
Origins or in their program books, but a brief review is presented here. 

Tournaments will include the 64-player Fleet Captains (Gold Hat) 
Tournament, with six rounds for one-on-one combat. The first round will 
be split between Thrusday night (8 p.m.), Friday afternoon (2 p.m.), and 
Friday evening (5 p.m.), for the convenience of local gamers and those 
arriving from out of town. The second round will be at 7 p.m. Friday. 
(This updates the pre-registration program; the change was made to ac¬ 
commodate players arriving from out of town.) The remaining rounds will 
be from 8 a.m.-noon and from 2 p.m.-6 p.m. on Saturday. The winner 
will be "crowned" Saturday night at the Star Fleet Battles Seminar. 

The Demolition Derby Tournament (also 64 players, four per board, 
three rounds) will be held on Saturday (starting at 10am). Both tour¬ 
naments will use the Tournament Cruisers and the special rules listed 
in this issue. You will pick your ship before you arrive, and use it (with 
full repairs, of course) in every round. Certain individuals, for various 
reasons, are not eligible to enter these tournaments; most should be aware 
of their status. 

Prizes for each tournament are gift certificates for Task Force Pro¬ 
ducts: $100 for first place, $50 for second place, $25 for third place, 
$ 10 for fourth place, and a free SparrowHawk or NCL miniature for 5th 
through 8th place. 

Three Seminars are planned. The exact schedules are uncertain as 
we go to press, but listed here is what we have requested. The first, on 
Friday night, will be on tactics. It will be conducted by the senior 
playtesters. 

The second Seminar will be Saturday night, and it will be your chance 
to ask any question that you have been wondering about. The entire Com¬ 
mittee will be present to explain everything that went into, or will ap¬ 
pear in, the Star Fleet Universe. We will endeavor to answer every ques¬ 
tion. If you want to send your question to ADB in advance, please do. 
We will have a list of such questions in case the crowd runs out. 

The final Seminar will be a "come and go" affair on Sunday Morn¬ 
ing. You are invited to bring your ship, scenario, or rules proposal. After 
standing in line and passing an initial screening, you can present your 
proposal to the Lords of the Admiralty (the Committee), who will give 
you an immediate (well, fairly quick) yes or no answer. An audience will 
cheer you on as you present your case to the Committee. ADB has made 
a public committment to accept and publish at least two ships and two 
scenarios presented during this Seminar, so your efforts will not be in vain. 

Vance Buck, the art director for Task Force, will also be at this 
Seminar to review the work of any budding artists who wish to present 
Star Fleet (or other) material for possible use in Captain's Log or Nexus. 
All artists appearing before Vance must include in their portfolios several 
pieces of "filler" art that is black-and-white, 4-6" wide and 1-3" tall. 
This type of material, for which Task Force pays a flat $3 fee, will be 
used extensively to fill out columns in Nexus or Captain's Log, and is 
an excellent way for a new artist to break into the business. 

Any budding sculptors may also show their work at this seminar. 



ORIGINS 84 will be held at the Dallas Market Hall North 
This year's Origins will include tournaments in: 

BOARDGAMING MINIATURES ROLE PLAYING 

ROLE-PLAYING MINIATURES 

ORIGINS 84 will also feature many famous speakers and guests. 

Don't miss ORIGINS 84, the national wargaming convention. 

For more information, send SASE to: ORIGINS 84 

P.0. Box 59899 
Dallas TX 75229 


STAR FLEET BATTLES 
TOURNAMENT 

© 1984 Amarillo Design Bureau 

The tournament rules described here will be used in the two Official 
Star Fleet Battles tournaments that ADB and TFG will be running at Origins 
1 984 in Dallas, Texas. All other tournaments are welcome and encouraged 
to use these rules. 

THE JUDGES 

Both tournaments will be judged by the Committee and the senior 
playtesters. One judge will be assigned to each group of 8 players; other 
judges will form an appelate panel. The decisions of the judges will be 
final in all cases. Attempted bribery, while the subject of many jokes (by 
the judges), will result in immediate expulsion. Mike Thompson, who has 
judged the SFB tournaments at the Dallas Convention (which is the host 
for Origins) for the last three years will be the Chief Judge. Steve Cole, 
the designer, will head a special rules arbitration committee. 

FOR THE MOST EFFICIENT TOURNAMENT 

The tournament rounds will be limited to two hours. This includes 
the time spent talking, milling around, greeting friends, arguing, getting 
organized, breaking ties, and figuring out the rules. This is why we have 
taken the unprecedented step of publishing the tournament rules in Nexus 
before the convention. You are expected to arrive at the tournament room 
with your first and second choice of ships already made and fully familiar 
with the tournament rules. SSD sheets, maps, counters, and movement 
charts will be provided. You will need dice and a pen or pencil. 

In the event that a given round can be extended beyond the normal 
time limit, this fact will be announced as early as possible. 

The rules of the tournament are designed to give the people playing 
in it the maximum opportunity to "be all that they can be.'' If they sound 
harsh, they are also efficient. Do not bring food, radios, or tape decks 
to the tournament. (If the Origins people allow soft drinks in the tourna¬ 
ment room, so will we.) Non-player spectators can expect to be drafted 
as impulse controllers. (Players who want to do this form themselves may 
do so.) Anyone interrupting or delaying the players will be dismissed. 
Players are expected to conduct any business not relating to the tourna¬ 
ment after the tournament. There will be adequate time at the seminars 
to discuss anything not directly related to the tournament, so please don't 
show up at a tournament and expect the judges to look at your new ship 
designs or explain why the CX doesn't match the blueprints. 

The procedure will be to divide people into nine groups (by their game 
race), give everyone the opportunity to change their mind (during the first 
round only), designate opponents, announce any rules changes, play the 
tournament, and start resolving ties about ten minutes before the time 
limit is up. If your opponent is dawdling (especially if he is ahead on points) 
call a judge. If you can arrive ten or twenty minutes early, please do so. 
During the rounds that are back-to-back, the first players finished can 
start the next round immediately (they will have more time to play it). 

Players who arrive late are subject to forfeiture based on the sole 
discretion of the judges. 

TOURNAMENT ORGANIZATION 

Each player will select one ship from those listed below and will use 
this ship in every round of the tournament. Ships will be fully repaired 
and rearmed between rounds, but each ship will get only one replace¬ 
ment shuttlecraft each round. Shuttles in excess of what the ship can 
carry are lost; they cannot be accumulated. 

Opponents for each round will be determined by the judges using 
a method to be announced at the tournament. Generally, the ships chosen 
by the fewest players will get first choice. Ships of the same race will 
not fight each other if other unassigned opponents are available (unless 
the players involved want to). 

In the unlikely event that a large number of players (more than Vz 
of those present) choose the same ship in the first round, the judges will 
consider this as prima facia evidence that the ship in question is out of 
balance. The judges reserve the right to modify that ship or outlaw it on 
the spot. 

In the extremely unlikely event that all positions are not filled, the 
best 2nd place players will also move to the 2nd round. In the Demoli¬ 
tion Derby Tournament, this will be based on points. In the Fleet Cap¬ 
tain's Tournament, the "wild card" players will be selected first from 
those whose opponents were destroyed by the explosion of their own 
ship, and secondly based on total internal hits scored for players still alive 
at the end of the time limit. 

If you have not registered for the tournament, or if you tried to register 
but were told it was full, check at the tournament room before the first 
round and see if any openings exist. If you will arrive too late on Friday 
to enter the FC tournament, check at the tournament when you arrive 
and we will see if something can be worked out. 

If you enter the FC tournament, you can play in the Thursday or Fri¬ 
day edition of the first round. If you live in DFW, please try to make the 
Thursday night round. 
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SCENARIO SET UP 

The Fleet Captain's Tournament will have two opponents per board. 
They will enter from diagonally opposite corners. 

The Demolition Derby Tournament will have four opponents per board 
(only one of whom can win, but there will be a consolation bracket). Each 
will enter from a different corner. 

In each case, the ship will be facing generally toward the center of 
the board. All ships will be at WS-III, but only one shuttle can be prepared 
for a special role. All ships are presumed to have been going at a speed 
of 5 on the previous turn. 

There will be no terrain in any scenario. 

The map is fixed; no ship can leave the scenario before it ends. Any 
ship "tumbling" toward the map edge will stop before leaving it. Any 
ship "hitting" (i.e. trying to move off of) the map edge will take five 
damage points on the facing shield and come to a complete halt. 

SCENARIO VICTORY 

Victory in the Fleet Captain's Tournament will be awarded to the 
survivor. If both ships survive at the end of the two-hour time limit, the 
winner will be the ship with the greatest number of undestroyed internal 
boxes. (Yes, we are aware that the Gorns, Romulans, and Orions have 
a penalty here, but they have other advantages.) 

Victory in the Demolition Derby Tournament will be the player with 
the highest score. This will based on the following calculation: 

% point for each shield hit on an enemy ship (not counting hits on 
reinforcment). 

1 point for each internal hit you score on an enemy ship. 

-1 point for each internal hit scored on your ship. 

10 points to the player who destroys an enemy ship (in addition to 
hits on boxes). 

In the event that two or more players combine to score the final 
destruction of an enemy ship, the remaining boxes and the bonus will 
be divided evenly. 

THE FOLLOWING RULES WILL BE USED: 

Breakdown, Changing Speed (only if plotted or by using reserve 
power), Cloaking Device (Romulan and Orion only, including complete 
optional rules and phased cloaking), Damage control (shield repair), DER- 
FACS (any ship with disruptors). Emergency deceleration (all ships), 
Enveloping plasma torpedoes. Explosions (from destroyed ships, but only 
in the Demolition Derby Tournament), Fractional accounting, Free move¬ 
ment, Guards, High energy turns, Hit-and-run raids, Narrow salvoes, 
Overloaded weapons, Plasma shotgun. Probes as weapons (after ship 
is crippled), Proximity photon torpedoes, Pseudo-plasma torpedoes, 
Reserve power, Sideslip, Suicide Shuttles, Tactical maneuvers, Tactical 
warp maneuvers, Tractor beams. Transporters, Tumbling, and Wild 
Weasels (with collateral damage). 

THE FOLLOWING RULES WILL NOT BE USED: 

Active terminal guidance (for drones), Boarding party combat, 
Catastrophic damage, Chaff, Computer-operated ships, Crew unit record¬ 
keeping, Critical hits, Deceleration due to damage. Disengagement, Elec¬ 
tronic warfare, Emergency damage repair, Erratic maneuvering, Fighters, 
Labs identifying drones. Leaky shields. Legendary officers. Mines, 
Modifications to ships (except as noted below). Monsters, Mutiny, Non¬ 
violent combat, Pseudo-fighters, Positron flywheel, Quick-reverse, 
Scatter-packs, Scramblers, Self-destruction, Ship separation, Spare shut¬ 
tles, Stasis field generators, Transporter bombs, Ubitron Interface 
Modules, Warp Booster Packs, and Webs. 

SHIPS USED IN THE TOURNAMENTS 

The following ships will be used in the tournament. Each ship is 
modified as noted in its description. 

FEDERATION Command Cruiser: add two Phaser-Ill (360°), two APR, and 
two drone racks. Convert all APR to Warp Reactor. 

KLINGON D7C Command Cruiser: Replace Security with Flag Bridge; In¬ 
crease forward hull to five; Add two shuttlecraft; change the two rear 
mech-tractors to phaser-lll (same arcs as waist phasers); change the two 
ADDs to phaser-lll (same arcs as wing phasers). Change three transporters 
to rear hull. 

ROMULAN SuperHawk Command Cruiser: Delete eight shuttle boxes; 
has two S and two F plasma torpedoes, all on LP or RP swivels; delete 
two impulse engines, delete one warp engine box from each center engine. 
KZINTI Command Cruiser: Increase shuttles to four; eliminate two aft hull. 


GORN Command Cruiser: Has two S and two F plasma torpedoes, all 
on LP or RP swivels; reduce each warp engine to 1 5 boxes and shut¬ 
tlecraft to four. 

THOLIAN cruiser: Each warp engine has 15 boxes; movement rate is 1; 
increase disruptors from two to four (same arcs); change web to flag 
bridge. Add two phaser-l (360°), one impulse engine, one lab, one 
transporter, three hull, two tractor. 

ORION Raider Cruiser: Add a centerline option mount; Any option mount 
weapons are available within the normal rules. This ship is nimble. 
HYDRAN Lord Marshal Command Cruiser: Eliminate all fighters and five 
shuttle boxes; has four admin shuttles; delete one hull. 

LYRAN Tiger Heavy Cruiser: Change one Phaser-Ill on each side to a 
Phaser-1; add two shuttlecraft and one impulse engine. 

GENERAL CHANGES: 

BOARDING PARTIES: All ships have 12 boarding parties. These can 
be assigned as guards or used in hit-and-run raids. Guards are assigned 
at the start of each turn and cannot be changed during that turn. No other 
boarding actions are permitted. 

SHIELDS: All ships have front (6-1 -2) shields of 30 and rear (3-4-5) 
shields of 24. 

DAMAGE CONTROL: All ships have a damage control rating of 
4-4-2-2-2-0. 

EXCESS DAMAGE: All ships have six Excess Damage boxes. 

SENSOR AND SCANNER: All ships will use their normal sensor and 
scanner tracks. 

DRONES: All ships equipped with drones can fire one per rack each 
turn, and can control a maximum of six. The only drones will be type- 
IM, without ATG. There will be no multi-warhead or ECM drones. All drone 
racks have six type-IM drones; there are no reloads. 

BATTERIES: All ships (except Orions) have five batteries. 

There will be no Andromedan or WYN ships in the Tournaments. At 
a later time, an ISC ship will be designated for use in future tournaments. 

★ ★ ★ 

DESIGNER'S NOTES ON TOURNAMENT SHIP DESIGNS 

The idea for "tournament cruisers" began more than a year ago with 
several complaints about tournaments being inadvertently rigged by the 
available choices of ships. An unmodified D7 with slow drones has very 
little chance against a Federation CA and almost no chance against a Gorn 
CA, but tournaments with those ships were run (with predictable results). 
What was needed was a way to judge the skill of the player, but preserve 
the flavor of the game. This meant that while the ships had to be exactly 
even, the Klingon ship had to move and fight like a Klingon. 

One suggestion, that was rejected almost immediately, was to have 
every player use a Federation CA, or a new "generic" ship design. While 
i this would be an even fight, it would also be a dull one. 

Another suggestion was to just look on the chart and take ships that 
were "about" the right BPV. The problem there is that such close mat¬ 
ches do not exist, and BPV judges many things that aren't involved in 
the tournament. 

The next idea, and one that lasted for months, was to design entire¬ 
ly new ships, the so-called "Tournament Cruisers." 

A contest was held, with some 100 or more people submitting ideas. 
Judging them became impossible. The next plan was for the staff to 
design the ships. I sent around a memo proposing what amounted to a 
generic ship (16 hull, 5 battery, 4 shuttle, 3 tractor) with a variable 
weapons suite for each race. This gave everyone an even break, and allow¬ 
ed everyone to fight like his respective race, but went a bit too far. Klingon 
ships have plenty of power but few "free" hits; giving them the same 
hull and lab boxes as everyone else eliminated that. 

The final concept was to take the various command cruisers and make 
"modifications" to them that created balanced ships. Some items (shields, 
excess damage, warp engines, batteries, shuttles) were forced into ex¬ 
act equality. Other items (total power, tractors, transporters) were left 
unchanged, retaining flavor beyond that of the weapon suites. Finally, 
minor adjustments were made to bring most of them to 101 internal 
boxes. 

The pirate ship is the oddball of the bunch. With the engine doubl¬ 
ing capability (and the implications of that for reserve power) an Orion 
CA could eat any other ship for lunch. The CR, with extra shields and 
an extra option mount, is a scrappy but fragile little fighter, and I look 
forward to seeing how anyone who choses it does in combat. 

— Stephen V. Cole 

★ ★ ★ 
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STAR FLEET PREVIEW 

Copyright © 1984 Amarillo Design Bureau 


This regular feature of Nexus will bring you information on the next 
Star Fleet Universe products scheduled to appear. The information con¬ 
tained in these previews is designed to answer questions, not to provide 
playable data. Its purpose is to reduce the flow of questions that ADB 
cannot or will not answer, not to increase that flow. No questions about 
this data will be answered; no additional data is available; wait for Volume 
ill. Some of this data may be changed before publication. 

Players are specifically informed of the following: No outside input 
is needed, requested, or will be accepted relative to the ISC or the new 
Tholian ships. All ships, weapons, and tactics have already been designed. 

There is an ISC commander on the Joint Chiefs (Josh Spencer, who 
designed the race). There is a Tholian commander on the Joint Chiefs 
(Michael Woodcock, who designed the new ships and weapon). 

Do not submit ISC or new-Tholian material to ADB (or anyone else) 
until Volume III is released; it will be discarded without being reviewed. 
After Volume III is released your submissions will be welcome as always. 

INTERSTELLAR CONDORDIUM (ISC) 

The ISC is a new race to be added to the Star Fleet Universe in Volume 
III of the Commander's Edition. They are located to the east of the 
Romulans and Gorns, and neutral/belligerant to both races. 

The ISC has a full range of ships, from dreadnoughts to frigates, with 
all auxiliary classes represented. Their ships carry three weapons primarily: 
the plasmatic pulsar device, the plasma-F, and the phaser-l. 

The plasmatic pulsar device, which remains classified at this time, 
is a direct-fire weapon with an effective range of about 10 hexes and 
a maximum range of 40. The weapon has a minimum range of about 4 
hexes. It fires at the same target on four consecutive impulses. This is 
because it uses a carrier-wave concept. You roll for a hit on each im¬ 
pulse, but once a hit is made all subsequent rounds hit. Since this is the 
only weapon able to fire on consecutive impulses, full rules are in develop¬ 
ment to account for all possible changes (target destroyed, cloaked, more 
ECM, etc). 

ISC ships invariable operate in an eschelon formation. The front rank 
will consist of frigates and destroyers, the second of cruisers, and the 
third of a dreadnought or base. ISC squadrons will almost always try to 
form an eschelon, even if there are only two frigates and a destroyer pre¬ 
sent. The three ranks are about 3-4 hexes apart, and the weapons of 
all three ranks are zeroed-in on a position about 2 hexes in front of the 
first rank. Any ship in this position will be destroyed within a single turn 
by concentrated fire. Any ship trying to penetrate the first rank will be 
cut to ribbons. Ships cannot outflank the formation since it will roll, like 
a wheel, to face them. Trying to surround the formation is impossible 
due to the number of ships required. Fighters cannot be used to surround 
the formation since the ships are equipped with a forest of rear-firing 
plasma-F launchers. The formation can move forward or in retrograde. 
ISC squadrons are seldom defeated once they have formed an eschelon. 

The ISC consists of several planets in a small area. Several different 
races are members of the Concordium in a manner similar to the Federa¬ 
tion. There are several other races within the ISC, but none have space 
flight capability and all are considered as "protectorates." 

The ISC did not participate in the General War. During the war, they 
expanded their territory at the expense of both the Gorns and Romulans, 
but as this expansion was in unoccupied territory and the two aforemen¬ 
tioned races were locked in a life-and-death struggle of their own, it did 
not result in open warfare. The ISC never fought to conquer territory and 
often retreated before any determined opposition, but unguarded (or poor¬ 
ly guarded) territory was quickly occupied. The ISC moved offensively 
into power vacuums and fought defensively to hold them. 

After the General War, the ISC expanded rapidly at the expense of 
both the Gorns and, more extensively, the Romulans. Ultimately, they 
made an attempt to overrun the entire galaxy, but were caught in an ex¬ 
tended position by the Andromedan Invasion. 

NEW THOLIAN SHIPS 

Volume III will include, in addition to the ISC and the Andromedan 
Invasion, a small group of new Tholian ship designs. 

When the Tholians, as we know them, abandoned their galaxy (giv¬ 
ing, the Klingons say, an entire new meaning to the term "mobile home"), 
many other groups of Tholians also left. These included both civil and 
military units. 

One of these formations was the 312th Battle Fleet, including about 
a dozen ships. These are original construction Tholian heavy units, in¬ 
cluding dreadnoughts, heavy cruisers, light cruisers, tugs, and support 
tenders. The heavy combat ships are armed with Web Casters. 

This group of ships, apparently without Rebel Force units in pursuit, 
arrived in our Galaxy sometime after the General War got rolling and before 
Operation Remus. We're still working out the exact history, but the ar¬ 


rival of the 312th coincided with the collapse of the last Klingon attempt 
to destroy the Tholians. 

The Web Caster is not, as its name would indicate, a weapon that 
throws webs across the board. It is, instead, a direct-fire heavy weapon 
(with the traditional multi-turn arming system). The Web Caster fires in¬ 
to an empty hex, depositing (in one-three hexes) a "puddle" of something 
much like traditional web. Any ship running into this "puddle" will suf¬ 
fer damage, lose speed, and possibly suffer a breakdown. 

The Web Caster is a unique weapon, and the Tholians are unable 
to duplicate it and unwilling to let the Federation help them do so. For 
this reason, there will be no refits of existing Tholian ships using this 
weapon. For similar reasons, the arriving ships of the 312th cannot be 
duplicated. If lost in combat, they cannot be replaced. 

★ ★ ★ 


ERRATA AFTER NEXUS #7 

Copyright © 1984 Amarillo Design Bureau 

General: Delays (such as the V* turn delay between firing a single weapon 
on two consecutive turns) also apply to transporters and tractor beams. 
The ESG (WS) rule on page 19 of Nexus 7 is incorrect; that on page 22 
is correct. 

(D5.67) This procedure can be used to transport crew units, and a given 
crew unit might consist of two boarding parties. However, any units 
(boarding parties or otherwise) transported into a combat situation are 
considered to have immediately surrendered. 

(FP1.14) Reserve power can be used, on the last turn of arming, to in¬ 
crease the power of a plasma torpedo. This can never be in excess of 
the capability of the launcher. For example, a plasma-S launcher receives 

2 points of power on turn 4, two points on turn 5, and three points on 
turn 6. This would nominally make the torpedo held by the launcher a 
plasma-G. However, during the remainder of turn 6, the owning player 
could add reserve power and increase the torpedo to a plasma-S; he could 
not increase it to a plasma-R because the launcher cannot handle that 
weapon. 

(FP1.141) This procedure could be used to increase a previously held 
plasma-S or -G to a plasma-R, which could not then be held past the end 
of the current turn. 

(FP1 .142) This procedure cannot be used to increase a plasma-F torpedo, 
to create a plasma shotgun, or to create an EPT version of a plasma 
torpedo. 

(FP1.143) This procedure .cannot be used to arm a torpedo that had been 
postponed by the "rolling delay" (FP1.22) concept. If two points had 
been allocated on turn 1 and two points on turn 2, and then only two 
points were allocated on turn 3, the energy from turn 1 is immediately 
and irrevocably lost. The player cannot allocate reserve power on turn 

3 to arm the launcher. 

(G 16.62) An SFG cannot be projected across a web. It could be projected 
from or into a web hex. 

(G 16.65) When released from stasis, the ship (or other unit) may not fire 
weapons or use transporters or tractor beams for 1 18 turn since the fire- 
control computers must re-acquire their targets. Remember that the unit 
in stasis has no memory of the experience and no objective means of 
detecting it; to them it seems as if surrounding subjects suddenly jumped 
to new positions. 

(J4.2) The 2-seat fighter with electronics to control 12 drones costs 2 
extra points, but only one can be on a CV or CVL, only two on a CVA. 
(J4.31) This does not affect scatter-packs. 

(J4.32) This does affect admin shuttles. 

(R1.3) Add 12xAPR to the Base Station as presented in SSD Book #4. 
The BPV does not change. This corrects a previous error. 

(R1.93) No ship can have more than one MRS shuttle except a CVA, 
which can have two. Size-class four ships do not carry MRS shuttles. 
(R3.2) The ADD on the C9B (or C8B) is in the boom section. This ADD 
was previously mentioned in (64.21X3), although we did not know, at 
that time, that it was the B variants. 

(R3.35) The F5D has five drone racks; IxA, 2xB, 2xG. 

(R4.36) The KRM has 3xPhas-l forward; it has 2xPhas-lll in each waist 
position; it has no phaser-ll. 

(R4.37) The Killerhawk is size class 3. 

(R4.38) The correct BPV of the Firehawk is 155. 

(R4.40) The cloaking cost of the King Eagle is 15. 

(S2.21) If using (D3.6), ignore the 10% for "any internal hits." 
(SL59.62) A mine can fire its disruptors or hellbores once per turn. 
Annex 8A: Disruptor range of the Free Trader is 15. 

★ ★ ★ 
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CAPTAIN'S LOG #3 

PART II 

Copyright © 1984 Amarillo Design Bureau 

Due to a succession of nearly impossible errors, three sections were 
accidentally deleted from Captain's Log #3. These include part of the 
story from page 9 (column 1, between the 5th and 6th paragraph), parts 
of Scenario 53, all of Scenario 68, and parts of scenario 69. These miss¬ 
ing sections are provided here. 

The rest of Captain's Log #3 has been checked carefully, and there 
are no other missing pieces. In particular, the Ground Combat Module 
has been checked word-for-word and is complete as it was written. 

Task Force and Amarillo Design regret, and accept responsibility for, 
the error. The typesetter inadvertently deleted the sections, and the proof 
readers, incredibly, did not catch the omission. New procedures have been 
instituted to prevent this sort of error from happening again. 

We particularly apologize to Steve Kacarides, Theodore Bleck, and 
Doug Turnage, who authored the missing sections. 

— Stephen V. Cole, Editor, Captain's Log 


As he sat trying to figure out how the Federation agent had caught 
him, why he had accepted the invitation to join the poker games, and 
where his crew and ship was, the bridgework in his teeth began to 
resonate to the frequency of Hammerfieid's sensors. 

Leaping into action, Deth broke out of the brig (they're still trying 
to find out how), taking a phaser and the guard's uniform. Making his 
way to engineering, he ducked into the locker room and became an 
engineer just as Lexington went to General Quarters (due to the ap¬ 
pearance of the pirate ship). Moving to the console that controlled the 
shields, he made certain that his back was safe before he displayed his 
phaser to the crew. Two quick shots into control panels and two shields 
came down, and Deth O'Kay waited calmly for the tingle of a transporter 
beam locking on. 

(SL53.1) NUMBER OF PLAYERS: 2; the Federation player and the Orion 
Pirate player. 

(SL53.2) INITIAL SET UP 

Federation CC Lexington in hex 2215, heading B, speed 15, WS-II. 
Orion CA Hammerfieid in hex 1228, heading A, speed max, WS-lll. 

(SL53.3) LENGTH OF SCENARIO: The scenario continues until all units 
belonging to one player have been captured or destroyed or have 
disengaged. 

(SL53.4) SPECIAL RULES 

(SL53.41) Use a floating map. 

(SL53.42) All drones are type-IM. 

(SL53.43) Two of the Lexington's shields are down. Roll two dice to deter¬ 
mine which ones. If both dice have the same result, Deth missed and 
only one shield is down. The Federation player can restore one shield 
at the end of turn 1 (during the record-keeping phase) and the other (if 
there is one) at the end of turn 2. There is no energy cost to repair these 
shields; there is no energy savings because they are down. General rein¬ 
forcement will still block transporters. 

(SL53.44) The Lexington cannot accelerate on turn 1. 

(SL53.45) Deth can be transported off the Lexington by a transporter 
from the Hammerfieid so long as Deth is not in the brig and the applicable 
transporter rules and requirements are met. If Deth is still aboard Lex¬ 
ington at the end of a turn, roll one die. If the result is equal to or less 
than the turn number, he has been recaptured and returned to the brig. 
If in the brig, the Hammerfieid must execute a successful hit-and-run raid 
against the brig (which does no damage that shows on the SSD) to release 
him, at which point he can be beamed aboard. 


The following playtest groups were omitted for a variety of reasons: 

Group #254B, Poland, OH: Frank Suchar, Bill Hatala, Jeff Larson, 
Rick Hetrick, Jim Pasky, Chuck Mersda, Chris Mersda. 

Group #256B, Rose Hill, KS: Scott Abel, Gene Christian, Joel Ris¬ 
ing, Todd Newport, Rusty Zimick. 

Groups #285B and #287B, Greater Denver, CO: Kevin Hatch, Carolyn 
Greenberg, Stephen Stein, David Elliot, Erich Shanholtzer, Erik Hegg, Doug 
Haxton, Keith Hurd, Ken Tanaka. 

Group #286, Talala, OK: Gerald Griffin, Robert Moore, Jackie Ham¬ 
mond, Janet Lee, James Pilant, Tony Miller, Patrick Lowrence, Greg 
Lowrence, Tod Estes, Jeff Clouse, Von Steinman, Aaron Griffin. 


"She is a blind, crippled dog with a broken jawbone." 

"Open a hailing frequency," I said crisply. The screen came alive 
with the face of Horatio Jones. A thin trail of smoke clouded his features. 
Blood on his temple shone clearly, however. "I didn't expect to see you." 

"Sorry, pal." 

"Horatio...I don't want to be your executioner." After all I had a com¬ 
pletely viable ship. And with two nearly healthy vessels after my blood, 
I wanted to keep it that way. I needed Jones, if only to use as a diver¬ 
sion away from me. He knew what I was after. 

"War is war, Deth." 

Damn suicidal jerk! "Is that your final answer?" I noticed Lestha wan¬ 
ting my attention. She was going to inform me the Federation vessel 
would leave the front weapons firing arc momentarily, and IF I was go¬ 
ing to fire, I'd better give the order now. Of course, I knew that. But I 
needed to hear Horatio's answer first. 

"You have only your conscience to answer to." That stung. I wav¬ 
ed my hand to cut the channel. 

The flagship sailed past at pointblank range. The eyes of the bridge 
crew burned at me. They smelled the blood of the dying prey and were 
anxious to rip his jugular and taste the victory. What would I do? 

"When he is in our rear firing arc, launch the rear photon torpedo." 
Once a Pirate always a Pirate? Honestly I fired for the sake of morale. 
The weapon splashed against a healthy side shield. And Horatio didn't 
return the fire. Lucky me. I felt like a crumb. 

The Lyran vessel, piloted so cunningly by Ricca, circled the completely 
vulnerable Federation vessel. He had the same idea as I did; allowing the 
Fed to live so long as he didn't shoot at us. That meant Ricca vs. Me, 
with my backside to him. "Bring us about hard!" The centrifugal force 
threatened to hurl me into the Engineer's Station. As we leveled off, Ricca 
had gotten into range to fire to good effect. Almost. "FIRE DISRUPTORS!" 

I roared. He slowed up immediately as his shield buckled. "Back us out 
of here at half speed, Simon. Get those disruptors recharged on the 
double!" 

"Simon? Who is Simon," asked Lestha. 

"Sorry. He's the helmsman on my ship." 

"We are headed for an asteroid field," notified the Helmsman. 

"Take us in easy." At this point I was rather pleased by my own 
performance. No damage to Dooms/ayer. My crew was behaving well. 

I started to consider a head on strike against Ricca to liven things up a 
bit. But I was premature. Four drones approached my starboard side. 

"Where did they ..." I stammered. 

"Scatter pack, hidden in the asteroids," Lestha responded, watching 
the scope for more. 

"Bring phasers to bear. Fire." No response. "Weapons officer! Fire!" 

I repeated trying to hold my composure. If he didn't obey soon. I'd fire 
myself — at him. When he finally opened up, only three of the four 
disintegrated. The last survivor impacted severely on the #3 shield. 

As I prepared to bellow obscenities, Lestha said, "Commander, our 
wing phasers are not as effective at long range." I had forgotten Klingon 
wings boasted only phaser-ll's. 

Suddenly an odd sensation began to throb in the pit of my stomach. 

I had been suckered. "Full Stop!" Nobody moved to obey. "DO IT!" 

"Scanner reveals DRONES TO PORT!" 

"Fire phasers!" 

"TOO LATE!" 

The resulting chaos was not pretty. The ship rocked to starboard, 
sparks flew, smoke unfurled behind the consoles, a typical mess. And 
I had been standing. Now I was across the bridge, my bruises attesting 
to the method of travel. After picking myself off the floor, a quick glance 
at the viewscreen revealed my chief fear, the Pirate cruiser racing away 
and starting to bank. 

"Lestha!" 

My Second in Command staggered to me. Suppressing a cough, she 
replied with her former chill, "Damage report, Commander?" 

She was mocking me. After all we'd been through, you'd figure I'd 
earn a little respect. "Spill it." 

"Our portside shields have collapsed. We have lost warp power tem¬ 
porarily, but that will be restored. There is fire in the lower decks." 

What she really was saying was that her crew members were dying 
horribly. And it was my fault. 
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(SL68.0) CONVOY DUTY 

(Theodore L. Bleck, New York) 

Ships were short in Y171 when the Federation sent a desperately 
needed convoy of military hardware to the Kzintis. The convoy route was 
well beyond the range of any Klingon raiders, but Klingon-hired pirates 
tried to waylay the convoy. 

(SL68.1) NUMBER OF PLAYERS: 2; the Federation player and the Orion 
pirate player. 

(SL68.2) INITIAL SET UP 

Federation Convoy: IxGSC (Byrd with 6xF-8 fighters, IxAdmin, and 
IxMRS), 2xFederation Express, 2x Armed Priority Transport. Set up in 
5 different hexes, all within 2 hexes of 2215, all facing F, speed 10, WS-I. 
Orion Pirates: lx CVL (Klingon Z-2 fighters), IxLR, enter from any map 
edges on turn 1, speed and facing at their option, WS-lll. 

(SL68.3) LENGTH OF SCENARIO: The scenario continues until all units 
belonging to one player have been captured or destroyed or have 
disengaged. 

(SL68.4) SPECIAL RULES 

(SL68.41) Use a floating map. 

(SL68.42) All drones are type-IM or type-ISHM. 

(SL68.43) The cargo is the object of the Orion attack. It cannot be 
transferred to a different ship. 

(SL68.44) The Federation ships cannot disengage by acceleration due 
to fuel limitations. 

(SL68.45) The fighters do not have booster packs. 

(SL68.5) VICTORY CONDITIONS: Use the Modified Victory Conditions, 
but give the Federation player 10 extra points for each undestroyed cargo 
box he has at the end of the scenario. Give the Orion player 10 points 
for each destroyed cargo box and 25 points for each captured cargo box. 
For victory point bonus purposes, only the cargo boxes on the Federa¬ 
tion ships count. 

(SL68.6) VARIATIONS: Allow the Orions to use any Class-1 fighter, or 
replace the F-8's with F-20's and the Z-2's with Z-V's. 

(SL68.7) BALANCE: Declare one or two fighters on one side to be non- 
operational due to repairs. 

(SL68.8) TACTICS 

CONVOY: The playtesters were divided sharply on this one. Some felt 
that the convoy should stay together and shoot it out, others advocated 
scattering the freighters while the GSC duels with the pirates. 
PIRATE: Your tactics are based on his decision. The point is to capture 
freighters, not duel with a warship. If he scatters, try to crippled two 
of the freighters immediately, then pursue the others. Undamaged 
freighters can get "lost" real quick while you're chasing someone else. 

(SL68.9) PLAYTESTER'S COMMENTS: A long-awaited portrayal of a 
class of starships that saw more service than they are given credit for. 


(SL69.0) COUNTERPUIMCH 

(Doug Turnage, Texas) 

Typical of many actions that took place along the Federation-Romulan 
frontier during the General War, this battle represented a Romulan at¬ 
tempt, in Y172, to capture a small mining planet in the neutral zone. 

(SL69.1) NUMBER OF PLAYERS: 2; the Federation player and the 
Romulan player, 

(SL69.2) INITIAL SET UP 

Class-M planet in 2215 

Romulan: IxSpH-G, IxSkH-G, 3xWE, enter on turn one between 
4220 and 4230, speed 1 2, heading F, weapons status II, cloaked on prior 
turn. 

Federation: 1 xFFG anywhere within 5 of planet, heading at Federa¬ 
tion option, speed 4, weapons status I. 

12 Boarding Parties at each GCL. 

Federation Reinforcements: IxCVS (Yamamoto with 12xF-4), IxDE, 
2xFFR, IxGSC (Commando) enter on turn 3, between 0101 and 0110, 
heading C, speed max, weapons status III. 

(SL69.3) LENGTH OF SCENARIO: The scenario continues for six turns. 
By that point, major fleet elements from both sides will arrive, and the 
player least able to control the planet will evacuate his troops and 
withdraw. 


From page 9 

"Have two ships charge the enemy," the Engineer suggested, "one 
with his fields on and the other with the fields off. When the enemy is 
rammed with the ESG and the fields go down, have the second ship ac¬ 
tivate its fields and ram again. This buddy system can also be used defen¬ 
sively, with the second ship effectively acting as a spare ESG." 

"Timing is very critical," Cadet Annett pointed out. "Since he has 
to activate the field before it becomes effective, so the second ship must 
activate its field before the first field goes down. Since both ships can't 
have their fields on at the same time, you might be able to force the first 
ship to voluntarily drop his field before he has used it." 

"The problem of field interactions can keep the enemy fleet spread 
out," Cadet Thompson suggested. "They must either concentrate in one 
spot, where they are vulnerable to explosions and minefields, or they 
spread out, allowing you to destroy them one at a time." 

"Turn the thing off if you hit a minefield or asteroid belt," Cadet 
Pini cautioned. 

"Trrap their fighterrzz between fourr orr morre zzhips," Cadet Hunter 
suggested, "then crruzzh them." 

"All excellent responses, Cadets. You have done your work well." 
The Commander flipped to the last file. 

"What special tactics could be recommended to our allies?" 

"The Hydrans have it easy," Cadet Hack commented. "Their 
Hellbores can knock down the fields and allow the fighters to close." 

"Rreduzze the field with drronezz," Cadet Hunter recommended, 
"then charrge the zzhip and firre morre dronezz afterr penetrrating the 
field." 

"Tholians," Cadet Spencer sugested, "could use web-spinning 
fighters to lay web and force him against it. Then ships and fighters can 
penetrate the field through the web. Also, transport mines inside his field 
from a ship in the web; the web will protect you from the mine blast." 

"We Gornss," Cadet S'Litz, the chunky Gorn exchange student, 
pointed out, "can eassily engage with our plassma torpedoess. Our shipss 
are tactically immune to the ESsG." 

"The same thing goes for Romulans," the Engineer pointed out, "and 
for the ISC, who can use their Pulsar weapon from a distance, and in 
fact cannot use it from the radius of the sphere." 

"Cadets," the Commander extolled, "I am well satisfied with your 
study of this subject, and am certain that your performance in the battle 
simulators over the next 24 hours, during which we will have continuous 
training operations, will reflect your thought." The Commander paused 
while the class groaned. 

"As usual in the case of surprise drills, tonight's movie will be held 
over for a special screening next week, and you will be allowed to send 
one-minute taped one-way messages to your dates for the evening from 
your ships. Of course, those of you who are dating each other," the Com¬ 
mander paused to note the half-dozen females in the class of 30 cadets, 
"can simply wave to each other across the bridge. 

"And now, your assignments. We will be using five ships in teams 
of six cadets. 

"Cadet Spencer, please take your team to the Oriskany. 

"Cadet Kaufman, your team will be flying the standby Federation 
destroyer today, I have a team of regular Federation intelligence officers 
to fly the Lyrans. 

"Cadet Thompson, your team and Cadet Hunter will take the Kzinti 
cruiser. 

"Cadet Pini, your team will have the destroyer Kub/ai. 

"Cadet Smith, your team will have the frigate John Paul Jones. 

"You will be debriefed after the exercise is over. Dismissed." 

★ ★ ★ 


SPECIAL NOTE: This episode marks the (hopefully) permanent return of 
The Academy to Nexus. This feature has always been very popular, but 
is difficult to write and has been hard to find space for. With the new 
editorial policy providing more space for Star Fleet; this feature should 
become a regular one. 

in the next issue, the Commander will be discussing Plasma Torpedo 
tactics with the Cadets. In later issues. Wild Weasels, Andromedans, and 
drones will be the subject. If you would like to be a part of the academy, 
send your comments to Amarillo Design. You are not asked to write the 
entire article (it is always written by the designer), just your response 
to a typical question from the Commander. Since several people normal¬ 
ly have the same ideas, you may include several to be sure that at least 
one of yours is used. 

All responses must be typed and include the name of the person sub¬ 
mitting it. The Commander will call you by name. No submission for the 
Academy can be compensated; your chance to have your name in print 
is your primary reward. All submissions are under the standard terms. 

★ ★ ★ 
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CAPTAIN'S LOG #3 

PART II 

Copyright © 1984 Amarillo Design Bureau 

Due to a succession of nearly impossible errors, three sections were 
accidentally deleted from Captain's Log #3. These include part of the 
story from page 9 (column 1, between the 5th and 6th paragraph), parts 
of Scenario 53, all of Scenario 68, and parts of scenario 69. These miss¬ 
ing sections are provided here. 

The rest of Captain's Log #3 has been checked carefully, and there 
are no other missing pieces. In particular, the Ground Combat Module 
has been checked word-for-word and is complete as it was written. 

Task Force and Amarillo Design regret, and accept responsibility for, 
the error. The typesetter inadvertently deleted the sections, and the proof 
readers, incredibly, did not catch the omission. New procedures have been 
instituted to prevent this sort of error from happening again. 

We particularly apologize to Steve Kacarides, Theodore Bleck, and 
Doug Turnage, who authored the missing sections. 

— Stephen V. Cole, Editor, Captain's Log 


As he sat trying to figure out how the Federation agent had caught 
him, why he had accepted the invitation to join the poker games, and 
where his crew and ship was, the bridgework in his teeth began to 
resonate to the frequency of Hammerfield's sensors. 

Leaping into action, Deth broke out of the brig (they're still trying 
to find out how), taking a phaser and the guard's uniform. Making his 
way to engineering, he ducked into the locker room and became an 
engineer just as Lexington went to General Quarters (due to the ap¬ 
pearance of the pirate ship). Moving to the console that controlled the 
shields, he made certain that his back was safe before he displayed his 
phaser to the crew. Two quick shots into control panels and two shields 
came down, and Deth O'Kay waited calmly for the tingle of a transporter 
beam locking on. 

(SL53.1) NUMBER OF PLAYERS: 2; the Federation player and the Orion 
Pirate player. 

(SL53.2) INITIAL SET UP 

Federation CC Lexington in hex 2215, heading B, speed 15, WS-II. 
Orion CA Hammerfieid in hex 1228, heading A, speed max, WS-lll. 

(SL53.3) LENGTH OF SCENARIO: The scenario continues until all units 
belonging to one player have been captured or destroyed or have 
disengaged. 

(SL53.4) SPECIAL RULES 

(SL53.41) Use a floating map. 

(SL53.42) All drones are type-IM. 

(SL53.43) Two of the Lexington's shields are down. Roll two dice to deter¬ 
mine which ones. If both dice have the same result, Deth missed and 
only one shield is down. The Federation player can restore one shield 
at the end of turn 1 (during the record-keeping phase) and the other (if 
there is one) at the end of turn 2. There is no energy cost to repair these 
shields; there is no energy savings because they are down. General rein¬ 
forcement will still block transporters. 

(SL53.44) The Lexington cannot accelerate on turn 1. 

(SL53.45) Deth can be transported off the Lexington by a transporter 
from the Hammerfieid so long as Deth is not in the brig and the applicable 
transporter rules and requirements are met. If Deth is still aboard Lex¬ 
ington at the end of a turn, roll one die. If the result is equal to or less 
than the turn number, he has been recaptured and returned to the brig. 
If in the brig, the Hammerfieid must execute a successful hit-and-run raid 
against the brig (which does no damage that shows on the SSD) to release 
him, at which point he can be beamed aboard. 


The following playtest groups were omitted for a variety of reasons: 

Group #254B, Poland, OH: Frank Suchar, Bill Hatala, Jeff Larson, 
Rick Hetrick, Jim Pasky, Chuck Mersda, Chris Mersda. 

Group #256B, Rose Hill, KS: Scott Abel, Gene Christian, Joel Ris¬ 
ing, Todd Newport, Rusty Zimick. 

Groups #285B and #287B, Greater Denver, CO: Kevin Hatch, Carolyn 
Greenberg, Stephen Stein, David Elliot, Erich Shanholtzer, Erik Hegg, Doug 
Haxton, Keith Hurd, Ken Tanaka. 

Group #286, Talala, OK: Gerald Griffin, Robert Moore, Jackie Ham¬ 
mond, Janet Lee, James Pilant, Tony Miller, Patrick Lowrence, Greg 
Lowrence, Tod Estes, Jeff Clouse, Von Steinman, Aaron Griffin. 


"She is a blind , crippled dog with a broken jawbone." 

"Open a hailing frequency," I said crisply. The screen came alive 
with the face of Horatio Jones. A thin trail of smoke clouded his features. 
Blood on his temple shone clearly, however. "I didn't expect to see you." 

"Sorry, pal." 

"Horatio...1 don't want to be your executioner." After all I had a com¬ 
pletely viable ship. And with two nearly healthy vessels after my blood, 

I wanted to keep it that way. I needed Jones, if only to use as a diver¬ 
sion away from me. He knew what I was after. 

"War is war, Deth." 

Damn suicidal jerk! "Is that your final answer?" I noticed Lestha wan¬ 
ting my attention. She was going to inform me the Federation vessel 
would leave the front weapons firing arc momentarily, and IF I was go¬ 
ing to fire. I'd better give the order now. Of course, I knew that. But I 
needed to hear Horatio's answer first. 

"You have only your conscience to answer to." That stung. I wav¬ 
ed my hand to cut the channel. 

The flagship sailed past at pointblank range. The eyes of the bridge 
crew burned at me. They smelled the blood of the dying prey and were 
anxious to rip his jugular and taste the victory. What would I do? 

"When he is in our rear firing arc, launch the rear photon torpedo." 
Once a Pirate always a Pirate? Honestly I fired for the sake of morale. 
The weapon splashed against a healthy side shield. And Horatio didn't 
return the fire. Lucky me. I felt like a crumb. 

The Lyran vessel, piloted so cunningly by Ricca, circled the completely 
vulnerable Federation vessel. He had the same idea as I did; allowing the 
Fed to live so long as he didn't shoot at us. That meant Ricca vs. Me, 
with my backside to him. "Bring us about hard!" The centrifugal force 
threatened to hurl me into the Engineer's Station. As we leveled off, Ricca 
had gotten into range to fire to good effect. Almost. "FIRE DISRUPTORS!" 

I roared. He slowed up immediately as his shield buckled. "Back us out 
of here at half speed, Simon. Get those disruptors recharged on the 
double!" 

"Simon? Who is Simon," asked Lestha. 

"Sorry. He's the helmsman on my ship." 

"We are headed for an asteroid field," notified the Helmsman. 

"Take us in easy." At this point I was rather pleased by my own 
performance. No damage to Dooms/ayer. My crew was behaving well. 

I started to consider a head on strike against Ricca to liven things up a 
bit. But I was premature. Four drones approached my starboard side. 

"Where did they ..." I stammered. 

"Scatter pack, hidden in the asteroids," Lestha responded, watching 
the scope for more. 

"Bring phasers to bear. Fire." No response. "Weapons officer! Fire!" 

I repeated trying to hold my composure. If he didn't obey soon. I'd fire 
myself — at him. When he finally opened up, only three of the four 
disintegrated. The last survivor impacted severely on the #3 shield. 

As I prepared to bellow obscenities, Lestha said, "Commander, our 
wing phasers are not as effective at long range." I had forgotten Klingon 
wings boasted only phaser-ll's. 

Suddenly an odd sensation began to throb in the pit of my stomach. 
I had been suckered. " Full Stop!" Nobody moved to obey. "DO IT!" 

"Scanner reveals DRONES TO PORT!" 

"Fire phasers!" 

"TOO LATE!" 

The resulting chaos was not pretty. The ship rocked to starboard, 
sparks flew, smoke unfurled behind the consoles, a typical mess. And 
I had been standing. Now I was across the bridge, my bruises attesting 
to the method of travel. After picking myself off the floor, a quick glance 
at the viewscreen revealed my chief fear, the Pirate cruiser racing away 
and starting to bank. 

"Lestha!" 

My Second in Command staggered to me. Suppressing a cough, she 
replied with her former chill, "Damage report. Commander?" 

She was mocking me. After all we'd been through, you'd figure I'd 
earn a little respect. "Spill it." 

"Our portside shields have collapsed. We have lost warp power tem¬ 
porarily, but that will be restored. There is fire in the lower decks." 

What she really was saying was that her crew members were dying 
horribly. And it was my fault. 
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From page 9 


(SL68.0) CONVOY DUTY 

(Theodore L. Bleck, New York) 

Ships were short in Y171 when the Federation sent a desperately 
needed convoy of military hardware to the Kzintis. The convoy route was 
well beyond the range of any Klingon raiders, but Klingon-hired pirates 
tried to waylay the convoy. 

(SL68.1) NUMBER OF PLAYERS: 2; the Federation player and the Orion 
pirate player. 

(SL68.2) INITIAL SET UP 

Federation Convoy: IxGSC (Byrd with 6xF-8 fighters, IxAdmin, and 
IxMRS), 2xFederation Express, 2x Armed Priority Transport. Set up in 
5 different hexes, all within 2 hexes of 2215, all facing F, speed 10, WS-I. 
Orion Pirates: 1 x CVL (Klingon Z-2 fighters), 1 xLR, enter from any map 
edges on turn 1, speed and facing at their option, WS-lll. 

(SL68.3) LENGTH OF SCENARIO: The scenario continues until all units 
belonging to one player have been captured or destroyed or have 
disengaged. 

(SL68.4) SPECIAL RULES 

(SL68.41) Use a floating map. 

(SL68.42) All drones are type-IM or type-ISHM. 

(SL68.43) The cargo is the object of the Orion attack. It cannot be 
transferred to a different ship. 

(SL68.44) The Federation ships cannot disengage by acceleration due 
to fuel limitations. 

(SL68.45) The fighters do not have booster packs. 

(SL68.5) VICTORY CONDITIONS: Use the Modified Victory Conditions, 
but give the Federation player 10 extra points for each undestroyed cargo 
box he has at the end of the scenario. Give the Orion player 10 points 
for each destroyed cargo box and 25 points for each captured cargo box. 
For victory point bonus purposes, only the cargo boxes on the Federa¬ 
tion ships count. 

(SL68.6) VARIATIONS: Allow the Orions to use any Class-1 fighter, or 
replace the F-8's with F-20's and the Z-2's with Z-V's. 

(SL68.7) BALANCE: Declare one or two fighters on one side to be non- 
operational due to repairs. 

(SL68.8) TACTICS 

CONVOY: The playtesters were divided sharply on this one. Some felt 
that the convoy should stay together and shoot it out, others advocated 
scattering the freighters while the GSC duels with the pirates. 
PIRATE: Your tactics are based on his decision. The point is to capture 
freighters, not duel with a warship. If he scatters, try to crippled two 
of the freighters immediately, then pursue the others. Undamaged 
freighters can get "lost" real quick while you're chasing someone else. 

(SL68.9) PLAYTESTER'S COMMENTS: A long-awaited portrayal of a 
class of starships that saw more service than they are given credit for. 


(SL69.0) COUNTERPUNCH 

(Doug Turnage, Texas) 

Typical of many actions that took place along the Federation-Romulan 
frontier during the General War, this battle represented a Romulan at¬ 
tempt, in Y172, to capture a small mining planet in the neutral zone. 

(SL69.1) NUMBER OF PLAYERS: 2; the Federation player and the 
Romulan player, 

(SL69.2) INITIAL SET UP 

Class-M planet in 221 5 

Romulan: IxSpH-G, IxSkH-G, 3xWE, enter on turn one between 
4220 and 4230, speed 12, heading F, weapons status II, cloaked on prior 
turn. 

Federation: 1 xFFG anywhere within 5 of planet, heading at Federa¬ 
tion option, speed 4, weapons status I. 

12 Boarding Parties at each GCL. 

Federation Reinforcements: IxCVS (Yamamoto with 12xF-4), IxDE, 
2xFFR, IxGSC (Commando) enter on turn 3, between 0101 and 0110, 
heading C, speed max, weapons status III. 

(SL69.3) LENGTH OF SCENARIO: The scenario continues for six turns. 
By that point, major fleet elements from both sides will arrive, and the 
player least able to control the planet will evacuate his troops and 
withdraw. 


"Have two ships charge the enemy," the Engineer suggested, "one 
with his fields on and the other with the fields off. When the enemy is 
rammed with the ESG and the fields go down, have the second ship ac¬ 
tivate its fields and ram again. This buddy system can also be used defen¬ 
sively, with the second ship effectively acting as a spare ESG." 

"Timing is very critical," Cadet Annett pointed out. "Since he has 
to activate the field before it becomes effective, so the second ship must 
activate its field before the first field goes down. Since both ships can't 
have their fields on at the same time, you might be able to force the first 
ship to voluntarily drop his field before he has used it." 

"The problem of field interactions can keep the enemy fleet spread 
out," Cadet Thompson suggested. "They must either concentrate in one 
spot, where they are vulnerable to explosions and minefields, or they 
spread out, allowing you to destroy them one at a time." 

"Turn the thing off if you hit a minefield or asteroid belt," Cadet 
Pini cautioned. 

"Trrap their fighterrzz between fourr orr morre zzhips," Cadet Hunter 
suggested, "then crruzzh them." 

"All excellent responses, Cadets. You have done your work well." 
The Commander flipped to the last file. 

"What special tactics could be recommended to our allies?" 

"The Hydrans have it easy," Cadet Hack commented. "Their 
Hellbores can knock down the fields and allow the fighters to close." 

"Rreduzze the field with drronezz," Cadet Hunter recommended, 
"then charrge the zzhip and firre morre dronezz afterr penetrrating the 
field." 

"Tholians," Cadet Spencer sugested, "could use web-spinning 
fighters to lay web and force him against it. Then ships and fighters can 
penetrate the field through the web. Also, transport mines inside his field 
from a ship in the web; the web will protect you from the mine blast." 

"We Gornss," Cadet S'Litz, the chunky Gorn exchange student, 
pointed out, "can eassily engage with our plassma torpedoess. Our shipss 
are tactically immune to the ESsG." 

"The same thing goes for Romulans," the Engineer pointed out, "and 
for the ISC, who can use their Pulsar weapon from a distance, and in 
fact cannot use it from the radius of the sphere." 

"Cadets," the Commander extolled, "I am well satisfied with your 
study of this subject, and am certain that your performance in the battle 
simulators over the next 24 hours, during which we will have continuous 
training operations, will reflect your thought." The Commander paused 
while the class groaned. 

"As usual in the case of surprise drills, tonight's movie will be held 
over for a special screening next week, and you will be allowed to send 
one-minute taped one-way messages to your dates for the evening from 
your ships. Of course, those of you who are dating each other," the Com¬ 
mander paused to note the half-dozen females in the class of 30 cadets, 
"can simply wave to each other across the bridge. 

"And now, your assignments. We will be using five ships in teams 
of six cadets. 

"Cadet Spencer, please take your team to the Oriskany. 

"Cadet Kaufman, your team will be flying the standby Federation 
destroyer today, I have a team of regular Federation intelligence officers 
to fly the Lyrans. 

"Cadet Thompson, your team and Cadet Hunter will take the Kzinti 
cruiser. 

"Cadet Pini, your team will have the destroyer Kublai. 

"Cadet Smith, your team will have the frigate John Paul Jones. 

"You will be debriefed after the exercise is over. Dismissed." 

★ ★ ★ 


SPECIAL NOTE: This episode marks the (hopefully) permanent return of 
The Academy to Nexus. This feature has always been very popular, but 
is difficult to write and has been hard to find space for. With the new 
editorial policy providing more space for Star Fleet, this feature should 
become a regular one. 

In the next issue, the Commander will be discussing Plasma Torpedo 
tactics with the Cadets. In later issues. Wild Weasels, Andromedans, and 
drones will be the subject. If you would like to be a part of the academy, 
send your comments to Amarillo Design. You are not asked to write the 
entire article (it is always written by the designer), just your response 
to a typical question from the Commander. Since several people normal¬ 
ly have the same ideas, you may include several to be sure that at least 
one of yours is used. 

All responses must be typed and include the name of the person sub¬ 
mitting it. The Commander will call you by name. No submission for the 
Academy can be compensated; your chance to have your name in print 
is your primary reward. All submissions are under the standard terms. 

★ ★ ★ 
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B. H. LIDDELL HART'S 

HISTORY OF THE SECOND 

A FIRST LOOK—By Nick Schuessler 


SAN MATEO, CALIFORNIA: 
SEPTEMBER 1982 

The story of History of the Second 
World War begins at the 1982 Pacif/con. 
Task Force President Allen Eldridge and 
myself were having dinner and trading in¬ 
dustry gossip. Allen asked when was I go¬ 
ing to design a game. "Never," I replied. 
My niche in the hobby was as a game 
critic, having published various articles in 
Moves and Fire & Movement, and co¬ 
authoring Game Design: Theory and Prac¬ 
tice, as well as trying to keep my own lit¬ 
tle magazine. The Journal of 20th Century 
Wargaming, on something resembling a 
regular schedule. It had always been my 
thought that a good critic should stay 
away from publishing. Theater critics don't 
usually write good plays; book reviewers 
don't usually write good novels; and film 
critics don't usually produce movies. I 
could see no reason why the gaming in¬ 
dustry should be exempt from this pre¬ 
ordained pattern. 

After some thought I added, quite 
facetiously, that there would be one game 
worthy of my interest: the entire Second 
World War in a "monster" game format. 
And here a little background is in order. 

For quite a few years our group in 
Austin has been playing the big format 
games: War in Europe, War in the Pacific, 
Longest Day, etc. In our spare time, we ex¬ 
perimented with combining War in Europe 
and War in the Pacific into one giant World 
War II game. Unfortunately, certain design 
problems in War in Europe finally led us to 
the conclusion that the combination just 
wasn't practical for a total Second World 
War game. If it was ever to be done, some¬ 
one would need to start over from scratch 
— obviously an undertaking of major pro¬ 
portions. Since our interest was more in 
the playing than in the designing, we went 
back to pushing cardboard. And with the 
transitions at SPI, it was doubtful if any 
other publisher would ever take on the 
task. 

Anyway, Allen didn't laugh when I ex¬ 
plained the impossible dream. Instead, he 
began to ask publisher-type questions: 
how many maps, how many counters, etc. 
Looking back, I probably should have kept 
my mouth shut; the subsequent answers 
have led to a series of happy problems that 
will concern me for the next two or three 
years. 

Well (I explained), there really weren't 
any monster games covering all of World 
War II. SPI had published Global War, and 
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more recently Nova had come out with 
Axis and Allies. Both of these suffered 
because of their small size; it had always 
been our contention that World War II 
could only be done properly with a large 
format. After all, the map would cover the 
whole world, but the critical areas in 
Europe had to be large enough to accomo¬ 
date some pretty complex simulation 
techniques. Further, the size of the thing 
should be large enough to give the right 
"feel" of magnitude. A major Allied pro¬ 
blem was simply getting the men and 
goods to the battlefield. While a smallish 
map might be able to simulate these pro¬ 
blems, it wouldn't look right if the Atlan¬ 
tic Ocean were only four of five hexes 
across. 

Next, the game would need to be 
broken into stand-alone parts that would 
fit together. GDW had developed this 
technique with their Europa series, and SPI 
had further refined the concept with the 
Central Front series. Basically, it is a 
monstergame on the installment plan. But 
the real benefit is to the gamer. If the 
gamer wants to play the Pacific by itself, 
he shouldn't be forced to include Europe. 
If he wants an evening on the Russian 
Front, there's no reason to break out the 
map of South America. Such a division lets 
the gamer decide how much or how little 
to include — which, after all, is how it 
should be. 

Further, the structure of each indi¬ 
vidual game should allow the play of a 
single scenario, or a campaign game, or 
the linking of the scenarios to form dif¬ 
ferent "what if's." For example, in Hitler 
Turns Against Russia, one should be able 
to play each of the four campaign seasons 
(Barbarossa, Stalingrad, Kursk, and 
Destruction of Army Group Center) indi¬ 
vidually. Or one might play all four linked 
as a campaign game. Or one might wish 
to start a campaign game with the Stalin¬ 
grad scenario and play to the conclusion. 
Or one might just play Stalingrad and Kursk 
and stop. The premise here was that the 
gamer might be interested in more per¬ 
mutations than just beginning with Bar¬ 
barossa and playing to the end. 

Finally, the physical requirements of 
such a project needed to be addressed. 
Those of us who have struggled with the 
Spain "overhang" in War in Europe often 
wish that the designers responsible had 
been stuffed with nails. One solution, 
which has been adopted for History of the 
Second World War, is to begin with a stan¬ 
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dard size and then make everything else 
fit. Here, we decided that the most com¬ 
mon sized cut in any lumber yard or home 
furnishing store was the four-by-eight 
sheet of whatever: plywood, particle 
board, etc. So we determined first that the 
size would be four-by-eight, and then 
designed the game around that dimension. 
The result should answer one of the most 
commonly heard complaints about 
monstergames: Where can I play this 
thing? 

Allen kept nodding his head as I talk¬ 
ed. Then, as an afterthought, I added, 
"One way to pull the series togther would 
be to get the rights to B. H. Liddell Hart's 
History of the Second World War. Hart is 
well known to most gamers, and the book 
would provide a good framework for the 
project." Allen nodded again, and thus a 
game was born. 


MEDMENHAM, ENGLAND: 

JULY 1970 

Sir Basil Henry Liddell Hart was born 
in 1895, saw service in World War I, and 
made his mark during the inter-war years 
as a proponent of armored warfare — later 
used by the Germans in the form of the 
notorious blitzkrieg. His best writing came 
in the post-World War II years. The Other 
Side of the Hill, 1951, was an invaluable 
record of interviews with captured German 
generals — conducted while the memories 
were still fresh. And in 1956 he published 
Strategy — The Indirect Approach, which 
distilled all of his previous thinking m 
military science and is considered by many 
to be comparable to von Clausewitz' 
On War. 

Liddell Hart's History of the Second 
World War was completed just before his 
death in 1970. The work is styled as a 
general history, — the viewpoint is Liddell 
Hart's own — his assessment based on his 
own outlooks and prejudices concerning 
the causes and conduct of the war. This 
somewhat restricted view has certain 
drawbacks when making the transition to 
a game design. For example, the North 
African campaign is accorded a dispropor¬ 
tionate amount of space, while the entire 
Pacific Theatre is a bit slighted. Liddell 
Hart's focus (naturally enough) was on 
Great Britain's role in the war. His book 
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HART —continued 

The Tanks — A History of the Royal Tank 
Regiment (1959) accounts for the em¬ 
phasis on the Western Desert, just as The 
Other Side of the Hill corresponds with his 
emphasis on the European Western Front. 

The important point was not to view 
Liddell Hart's value judgements as 
weaknesses, but as strengths. Not many 
critics would classify History of the Se¬ 
cond World War as Liddell Hart's best 
work. However, in many ways it is his 
most concise — coming as it did at the end 
of a full career. Lady Kathleen Liddell Hart 
notes, "As a small boy Basil developed a 
love of games and the tactics of games..." 
He was also credited with the famous 
comment, reported in an early Strategy & 
Tactics that Afrika Korps required "a bit 
too much luck." So whatever the limita¬ 
tions of History of the Second World War , 
we were still dealing with an important 
work by a premier military thinker. We 
knew that the book had a game hidden in 
it. All that remained was to find it, and 
make sure that it honestly reflected the 
author's viewpoint —and not our own. 


AUSTIN, TEXAS: FEBRUARY 1983 

By this time we had a good, workable 
concept of what the game should be. All 
that was needed was to begin assembling 
the pieces. 

I began by calling Liddell Hart's US 
agents in New York and making an offer 
for the game rights. It took a while to ex¬ 
plain what a wargame was (i.e., not like 
the Dukes of Hazzard game that you see 
in K-Mart). But after some discussion, the 
agents said to prepare an offer and open 
negotiations. 

At the same time, we took a map of 
the world and a copy of History. After a 
couple of nights of work, we had divided 
up the world to roughly correspond to the 
chapter titles. Then it was simply a ques¬ 
tion of whether there was enough material 
to support a whole game in each part. 

Some of the decisions were obvious: 
There would be a separate game on the 
Soviet Front {Hitler Turns Against Russia). 
The chronology of war dictated The Over¬ 
running of the West — getting all of the 
early German victories lumped together, 
but ending with the Battle of Britain and 
the aborted SEAL/ON operation. In other 
cases, the map section itself was a 
deciding factor; The Battle of the Atlantic 
was a clear instance where the map and 
the subject matter meshed. 

More difficult were the Pacific and the 
Mediterranean theatres. By including all of 
the Mediterranean naval actions, we 
managed to get Counterstroke From Egypt 
"heavy" enough to stand by itself (it will 
also include a scenario on the Italian East 
African Campaign). For the Pacific, we 
decided to allow for two titles — Upsurge 


in the Far East and The Japanese Ebb in 
the Pacific — and hammer down the 
specifics later on. 

We knew that some of the maps simp¬ 
ly would not support a game, e.g., South 
America, the Persian Gulf, etc., especial¬ 
ly in light of the map scale. Finale was 
chosen as the title of a "kit," which will 
come at the end of the series, providing all 
of the remaining maps and full production 
rules. I also lobbied for a book of designer's 
notes, now set as Epilogue. I didn't want 
to clutter up each game with a lot of com¬ 
mentary on design decisions, but with an 
undertaking so sizable, I knew that the in¬ 
formation should be provided at some 
point. 

The only weak spot in this division 
came in Europe. We really needed three 
games: one on Russia, one on early-war 
Western Europe, and one on late-war 
Western Europe when the Allies return to 
the Continent. To get three games on the 
same land mass (especially if each one 
was to stand alone), it was necessary to 
repeat the Europe map in Re-Entry into 
Europe. The one benefit here is that the 
"split" map of Europe (east and west in 
the earlier games) is brought back together 
as a single sheet with Re-Entry. 

During this same period, we began to 
line-up the playtest and research teams. 
Lou Zocchi provided valuable background 
on the air order of battle; Don Gilman 
assembled the information on the naval 
forces. Chandler Tedholm of the National 
Monstergaming Society agreed to provide 
playtesters, along with groups in Michigan 
and elsewhere. 


DENVER, COLORADO: MARCH 1983 

Since we were designing a game from 
a book, the design work was done 
"backwards." Instead of beginning with 
a "system," we started with a framework 
so flexible that every sentence in History 
of the Second World War could be 
represented in some fashion. Then we 
went back and, using the "design for ef¬ 
fect" techniques made famous by John 
Hill in Squad Leader, let the book dictate 
the "system." This sequence was the only 
way to insure that the game would, in¬ 
deed, be an accurate reflection of Liddell 
Hart's work. 

Implementation wasn't really as hard 
as it sounds — the whole project keyed on 
the map. Since we already knew the final 
dimensions, the rest was easy. 

The US Geological Survey office in 
Denver had taken over the public map 
sales for the Defense Mapping Agency. 
The DMA series 11 50 is a six-sheet world 
map with a Mercator projection of 
1:14,000,000. The whole map measures 
about six-by-nine feet when assembled; a 
reduction to 80% put it at four-by-eight, 
with one or two inches to spare. These 
maps show no forests, and the political 


boundaries are as of 1982. But the 
shorlines, rivers, elevations, and place 
names provided a first reckoning. 

With the map in hand, our level of play 
was also determined. Counters would 
represent armies ("fronts" for the Rus¬ 
sians), fleets or task forces, and air forces. 
This size was determined by the scale, 280 
kilometers or 1 78 miles per hex. To keep 
this framework flexible, all of the combat 
strengths would be tracked by off-map 
status sheets keyed to the respective 
counters. This would let us reflect Liddell 
Hart's discussion of the differences in the 
various armies, and, as a play technique, 
would permit a certain degree of limited 
intelligence. 

As an "extra," we decided to use the 
actual historical military symbols of the 
forces involved, i.e., Russian symbols for 
the Russians, etc. Without the distraction 
of the "5-4" or whatever on the counters, 
the overall appearance in play should come 
close to a headquarters briefing map. 

Turns were set at one month — which 
roughly corresponds to the progression of 
the book, and also allows for a bette 
delineation of weather. 

Then it was back to History of the 
Second World War for a line-by-line 
analysis of how Liddell Hart saw the action 
unfold. Here we would get the first clues 
for the sequence of play and find out which 
gaps in the text would need to be filled. 


NEW YORK , NEW YORK: JUNE 1983 

Claire Smith of Harold Ober 
Associates, Liddell Hart's US agent, call¬ 
ed with the news: Lady Kathleen has sign¬ 
ed the licensing contract, which is on its 
way to Amarillo. A press release was 
prepared, and seminars on the game were 
scheduled for the upcoming Origins 1 83 in 
Detroit. 

Following Origins, Allen met with 
David Crump, marketing director, and 
Vance Buck, art director, to begin the 
scheduling and production process that 
would result in a "real" game being 
delivered to the hobby shops. The first 
three parts were scheduled for 1984. 
Counter design began (which has the 
longest lead time for production). In 
Austin, Norm Royal (formerly with 
Metagaming) began sketching the 
shorelines on the first mapsheet. Since Lid¬ 
dell Hart never had a game in mind when 
he wrote History of the Second World War, 
some fairly extensive order-of-battle 
research was required to fill in the "gaps" 
in the commentary. The OB information 
also provided the outlines for the force 
status sheets. 

As usual, when the game moved from 
the theoretical to the practical, certain pro¬ 
blems arose. We found that including all 
the significant rivers would result in 

Continued on next Page 
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HART —continued 

nearly a river per hex; besides the "clut¬ 
ter/' it wasn't very attractive. So only a 
few rivers will be included — for historical 
reference only. Mountains (elevations of 
1000 meters and up) became nothing 
more than hexsides, so we were forced to 
include a "rough" category. Sand seas 
and the famous depressions of North 
Africa caused a problem or two. But Norm 
managed to find graphic solutions that 
would keep the map "clean" and still in¬ 
clude militarily significant terrain. 

Lindell Hart makes quite a point of 
saying that the primitive conditions of the 
USSR in 1941 were a decisive factor in the 
German failure to reach Moscow the first 
year. This comment led us into the whole 
question of road nets, "developed" vs. 
"less developed" countries, etc. We also 
spent an afternoon looking at how far 
south the ice packs get in the winter and 
summer. Fun kinds of things. 

The order-of-battle looked easy at 
first. After all, we were only dealing with 
armies, navies, and air forces. It wasn't like 
trying to find which day the 5943rd 
Shower Battalion was activated. But for 
Hitler Turns Against Russia , we did en¬ 
counter some unique problems. In the early 
war, a whole Soviet "front" would disap¬ 
pear, and then be re-formed under new 
names. In the late war, much the same 
thing happened to German armies. Keep¬ 
ing these names straight required cross¬ 
checking — from The West Point Atlas to 
the Soviet official history, etc. 

ANAHEIM , CALIFORNIA: 
FEBRUARY 1984 

At the Hobby industry of America 
iH/A ) trade show, Task Force displayed the 
cover art at their booth. Hitler Turns 
Against Russia , after seventeen months, 
is a reality. 

The cover art was done by William 
Keith Jr. Each game cover will follow 
basically the same format: the History of 
the Second World War logo at the top, art, 
and then the game title at the bottom. The 
main change for each title will be the art 
and the color of the stripe at the bottom. 

Hitler Turns Against Russia contains 
the eastern half of the Europe map, run¬ 
ning from the Polish partition line to the 
Urals, and from Finland to the Caucausus 
Mountains. Mountains, rivers, forest, place 
names and the Pripyat Marshes are the 
main terrain features. The first unusual 
thing one notices about the map is that the 
seas are not included in the hex grid. In¬ 
stead, they have "grid points," following 
the same numbering system as the rest of 
the map. This allowed us to define the dif¬ 
ference between land and sea areas with 
a minimum of confusion. In those spots 
where nature was uncooperative, we fell 
back on the traditional "blocked hexide." 

One hundred and eight counters repre¬ 


sent the units involved, with the proper 
military symbols. Most of the Russian 
"fronts" are double-named, to indicate the 
changes in designation that occurred 
throughout the war. Units are also includ¬ 
ed to play The Finnish War scenario. And 
truck and fortification counters give the 
Soviets some added flexibility: both in 
fighting off the Germans in the early years, 
and motorizing their armies (with Lend- 
Lease trucks) in the late war. Two special 
counters are also included for the Rus¬ 
sians: the Moscow Military District and 
Sevastopol counters. These will function 
as "fronts" in place, but may never move. 
They allow for the historical "anchor" that 
Moscow provided in the winter of 1941, 
and the famous siege in the spring of 
1942. German counters include the Axis 
allies: Rumanians, Italians, and 

Hungarians, as well as the Luftflotte that 
were involved in the East. 

As the German fortunes declined, the 
armeeabteilungen concept was used more 
and more. This consisted of a pro forma 
army headquarters being established to 
collect the remnants of destroyed forma¬ 
tions streaming to the rear, getting them 
re-formed, and then continuing the fight. 
Armeeabteilungen were named after the 
commander at hand, instead of using the 
traditional numbers. These have all been 
included in the counter mix. 

But the main question is: How does 
Hitler Turns Against Russia reflect Liddell 
Hart's viewpoint? Some of his conclusions 
were easily incorporated into the 
"framework" that we had devised. For ex¬ 
ample, he consistently argues that analyz¬ 
ing the number of Germans divisions 
deployed is meaningless, since Hitler in¬ 
sisted in keeping "divisions" on the roster, 
even if they only had battalion strength. 
So, for the force status sheets, we decid¬ 
ed that all of the combatants would be 
tracked by actual formations (corps, divi¬ 
sions, etc.) except the Germans. Here, 
manpower and AFV would be the criteria. 

Liddell Hart makes much of Russian 
backwardness, so it was no problem to 
simply increase the movement factors 
needed for the Soviet Union. But then he 
notes that the only good road was from 
Minsk to Moscow. So here we allowed 
armies on that axis to use western Euro¬ 
pean movement rates. By the same token, 
Liddell Hart never rated the partisan effort 
in the war very high, so we have omitted 
this aspect altogether. 

Other areas were not nearly this easy. 
The original German thrusts in 1941 had 
to be possible in gaming terms. By the 
same token, the wear and tear caused by 
those thrusts (especially on tanks) was 
what delayed subsequent attacks. The 
solution was to transpose movement back 
into time (i.e., each hex moved 
represented a certain number of days). 
Then we added a casualty factor for each 
day. So you can thrust as far as you want, 
but you're going to arrive "strung out." If 


the guy in front of you is intact, he's go¬ 
ing to have you for breakfast. 

History of the Second World War also 
made quite an issue out of the opposing 
schools of strategic thought in the German 
High Command: those who wanted the 
long, deep penetration, and those who 
wanted to encircle the Russian armies and 
destroy them — before moving on. The 
compromise here was to devise a rather 
complicated combat resolution system, 
whereby the attacker selects one of three 
types of attacks. With the low unit densi¬ 
ty, this system doesn't really add that 
much play time. And with an army level 
game, we felt that the resolution system 
should provide some kind of tactical feel 
— lest the "fate of thousands" be deter¬ 
mined by a cold die roll. 

For the Russians, Liddell Hart explains 
how the idea of a "developing offensive" 
caused the Germans to pin down certain 
troops — only to find that the next stage 
was just as dangerous. It was this obser¬ 
vation that led us to the alternating move 
system, i.e., you move one counter, I 
move one counter. It does have echoes of 
checkers, I know, but it was the only way 
to avoid the static results of a "move all 
your units" system. It also adds (a bit) to 
the tactical feel of the play. 

Even with this "tactical feel," we had 
to keep in mind that eventually the whole 
thing would be played as a single game. 
So the perspective had to be maintained 
on a fairly high strategic level, i.e., which 
direction to attack, how the assets should 
be allocated, etc. Even so, the "system" 
is still complex enough to satisfy the dream 
of any hardcore monstergamer. When 
completed, History of the Second World 
War will probably take as much playing 
time as War in the Pacific. But by having 
each component broken down into smaller 
chunks, there should be enough action for 
the "beer 'n' pretzels" crowd as well. 

Certainly Hitler Turns Against Russia, 
being the first, was the hardest of the 
series to design. All of the basic decisions 
on weather, sequence of play, order-of- 
battle, and terrain analysis had to be con¬ 
sidered both in light of the game at hand, 
and in relation to all of the subsequent 
parts. A wrong decision here might very 
well come back to haunt us five or six 
games down the road. But once this infor¬ 
mation is in place, each succeeding design 
simply builds on the last. 

We are now at work on The Overrun¬ 
ning of the West , which will be released 
later this year. Overrunning will link to 
Hitler Turns in a sort of haphazard way. 
Since the third part. Counterstroke From 
Egypt , fills in the Mediterranean and North 
Africa, there will be a gap of sorts between 
the first two. In 1 985, The Battle of the 
Atlantic and Re-Entry into Europe will com¬ 
plete the European Theater. Also in '85 will 
be the first piece on the Pacific. And 1 986 
should see the whole project completed, 
and the end of a design career. ★ 
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ORIGINS 84 

THE NATIONAL ADVENTURE GAMING CONVENTION 

JUNE 21,22,23 & 24, 1984 
Dallas, Texas 

ORIGINS, the 10th Annual National Adventure Gaming Convention, comes to Dallas on June 21-24, 1984. 
ORIGINS brings to Dallas over one hundred manufacturers of fantasy, science fiction, historical and general 
strategy boardgames, role playing games metal miniatures, home computer games and other related products. 

Over 175 booths will be selling and demonstrating the best and latest adventure gaming products anywhere. 

HUNDREDS OF EVENTS! 

Guest Writers 

"Robert Asprin (Thieves World) 

"C.J. Cherryh (Downbelow Station) 

"Richard Pini (Elf Quest) 

"Jennifer Roberson (Shapechanger) 

*Fred Saberhagen (Bezerker) 

Seminars 

"History and Modern Military Topics 
"Game Designing and Playing Strategy 
"Computer Adventure and Strategy Games 

Tournaments 

"Advanced Dungeons & Dragons 

"Car Wars 

"Diplomacy 

"James Bond 

"Risk 

"Squad Leader 
"Star Trek 
"Superheroes 
"Traveller 
"WRG Ancients 

Many more tournaments, seminars and events. In addition we will have door prizes, painted miniature 
contest, dozens of How-to-Play and introductory level demonstrations. Don't miss out on this event. 

Date: Thursday to Sunday 
June 21 - 24, 1984 
Place: Market Hall North 
Dallas, Texas 

REGISTER IN ADVANCE! 

Those pre-registering will pay only $15.00 for the weekend instead of the $20.00 at the door price. You 
will also receive two $1.00 off coupons good at any dealers booth on purchases of $15.00 or more. Pre-regis¬ 
trants will have their event registration forms mailed to them in advance of the show so that they have a 
better chance of getting into events with little chance of close-outs and will avoid the long lines at event 
sign-up. Pre-registration ends June 10, 1984. 

Pre-Registration Admission 

$15.00 for all four days 
At the Door Admission 

$20.00 for all four days 
$8.00 per day 

Children under 8 years old free 

Additional fees are required to enter tournaments and some special events. 

HOUSING AND FACILITIES 

ORIGINS 84 will be held at the Market Hall North located off the Stemmons Frwy (1-35) and 
Industrial Blvd in Dallas, Texas. Our official hotels for accomodations are: 

Holiday Inn-Brook Hollow (214) 630-8500 

The Regent Hotel (800) 442-7547 -in Texas 

(800) 527-9510 - out of state 

We have obtained a special room rate at these hotels of $40.00 per night for as many as four persons 
to a room. Please mention ORIGINS 84 when making reservations. 

TRAVEL ARRANGEMENTS 

Continental Travel and Delta Airlines are the official agencies to handle your travel needs. Special ORIGINS 
discounts on airfare can be obtained by calling these toll free numbers: 

In Texas: (800) 682-7474 Out of State: (800) 447-7474 

This, the 10th Annual National Adventure Gaming Convention, is being sponsored by the D.F.W.Gamesters. 
If you wish to get on our mailing list, ask any additional questions, or sign-up for any of the above, please write: 
ORIGINS 84, P.O. Box 59899, Dallas, Texas 75229. 

Make all checks payable to: D.F.W. Gamesters at the above address. 




TIMELINE OF EVENTS 
IN THE RUSSIAN CAMPAIGNS 

1940 

JUNE: Russians occupy Lithuania, Estonia and Latvia. 

Hitler feels betrayed since he was not consulted. 

JUNE 26: Russians occupy Rumania. Due to Ger¬ 
many's dependence on Rumanian oil. Hitler veiws this as 
a threat. 

SEPTEMBER: Relations between Germany and Russia 
strained. Planning of Operation Barbarossa begins. 

1941 

JUNE 22: Operation Barbarossa begins. Germans in¬ 
vade on 1800 mile front. Primary objectives are Leningrad, 

Moscow and Kiev. Italy, Rumania and others declare war 
on Russia. 

JUNE 23-25: Army Group North reaches Latvia, 

Hungary declares war on Russia. 

JUNE 26-JULY 1: Germans capture Minsk, Lwow, 

Brest-Litovsk, and Riga. 

JULY 9: Minsk pocket and Vitebsk overrun by Ger¬ 
mans. Russians lose 2500 tanks and 290,000 men. 

JULY 10 : Panzers cross the Dnieper River and advance AUGUST 3-4: A large group of Russians enveloped 
to within ten miles of Kiev. near LJman. 

JULY 16-17: Smolensk falls. Germans capture over AUGUST 8: Russia Twenty Eighth Army destroyed 
900,00 Russians in and near there. near Kazaki. They lose 38,000 prisoners. 

JULY 22: Germans come to temporary halt after con- AUGUST 17: Novgorod, Kiev and Dnepropetrovsk fall 

to the Germans. 

AUGUST 24-SEPTEMBER 7: Russians surrounded by 
Finns at Viipuri. Leningrad's last rail outlet is captured as 
Germans advance to within twenty miles of that city. 
Guderian's Second Panzer Group reaches Lokhvista, 100 
miles east of Kiev. 

SEPTEMBER 8-19: Encirclement of Leningrad com¬ 
pleted. Finnish forces cut the Murmansk rail line. Generals 
Guderian and Kleist link up near Kiev and capture over 
500,000 Russians. 

SEPTEMBER 26: Hitler temporarily halts the Moscow 
offensive and concentrates on the Ulkraine. 

OCTOBER 6: Over 100,000 Russians are captured in 
Ukrainian pockets. 

OCTOBER 11: Russian T-34s first in action. Russia 
begins to acheive armor supremacy. 

OCTOBER 16-24: Odessa falls. Russians lose 
663,000 prisoners. Vyazma and Kharkov fall. 


quering about 720,000 square miles. 
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TIMELINE —continued 


1942 


OCTOBER 30-31: Army Group Center launches 
assault on Moscow. Germans capture Kursk and begin 
siege of Sevastopol. 

NOVEMBER 12-24: Tula recaptured by Russians. Ger¬ 
mans advance to Rostov where they are counter-attacked. 

NOVEMBER 27-28: Waffen SS units come within 20 
miles of the Kremlin. 


JANUARY 5-13: Stalin orders all-out offensive across 
entire front. Smolensk and Kirov recaptured, and the siege 
of Sevastopol is lifted. 

FEBRUARY 13-23: Russians reenter Byelorussia and 
recapture Dorogobuzh. 

FEBRUARY 24: German Second Corps encircled near 
Staraya Russa. 


NOVEMBER 29: Russians recapture Rostov. 

DECEMBER 1-5: German tanks come within 9 miles 
of the Kremlin before winter weather forces them to begin 
a withdrawal. 

DECEMBER 16-29: Russians recapture Kalinin, Kerch, 
and Feodosiya. Germans begin new drive toward 
Sevastopol. 


APRIL 1: Fifty-one Divisions (mainly from Italy, 
Hungary, Rumania, Slovakia, and Spain) added to German 
forces in Russia. 

APRIL 6-MAY 5: Russians advance near Smolensk, 
open rail line to Leningrad, and begin assaults against 
Kharkov and Kursk. 

Continued on next Page 
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TIMELINE —continued 


MAY 11-15: Germans advance in Crimea and retake 
Kerch. All of Crimea, except Sevastopol, in German hands. 

MAY 17-JUNE 18: Germans go on offensive near 
Kharkov. Germans take over 100,000 prisoners in Crimea 
and knock out all but one of the fortifications of 
Sevastopol. 

JUNE 28: Battle at Kursk. 

JULY 2: Germans capture Sevastopol. 

JULY 23: Russians sustain heavy losses near Stal¬ 
ingrad. Germans reach Pyatigorsk in the Caucasus foothills 
and establish several bridgeheads across the Kuban River. 
Germans drop paratroopers behind the Russian lines at 
Stalingrad — the paratroopers are badly mauled. 

AUGUST 23: Russians launch an offensive south of 
Lake Lagoda. 

SEPTEMBER 2-17: Germans and Rumanians link-up 
in Crimea. Germans enter Stalingrand where there is heavy 
street fighting. Novorossiysk falls. 

SEPTEMBER 23-NOVEMBER 1: Fight for Stalingrad is 
a stalemate. Stalin announces that 5,150,000 Russians 
have been taken prisoner since the invasion began. 



are almost destroyed, and the German Sixth Army is sur¬ 
rounded. The Russians break through west of Rzhev. 

DECEMBER 10: The Fourth Panzer Army begins an 
offensive. 

DECEMBER 16-23: Russians advance on Don River, 
gaining 103 miles in eight days. The Italian Eighth Army 
suffers heavy losses. 

DECEMBER 28: Hitler approves the withdrawal of 
Army Group A from the Caucasus. 

1943 


NOVEMBER 19-DECEMBER 3: Russians begin the 
Winter offensive. The Rumanian Third and Fourth Armies 


JANUARY 1-16: Russians retake the key rail center 
of Velikye Luki which had been held by the Germans since 
August of 1941. General Rokossovsky sends a surrender 

Continued on next Page 




























ultimatum to General Paulus at Stalingrad — Paulus 
refuses. Russians break through the Second Hungarian Ar¬ 
my south of Voronezh. Italians are routed west of the Don 
River. 

JANUARY 18-30: The siege of Leningrad is lifted. The 
Russians retake Novgorod, Voronezh and Tikhoretsk. Ar¬ 
my Group A is cut off. 

JANUARY 31: Germans surrender 94,000 men, in¬ 
cluding 24 generals, at Stalingrad. 

FEBRUARY 6-16: Russians recapture Kursk, Belgorod, 
Rostov, and Kharkov. Only part of Army Group A manag¬ 
ed to escape. 

FEBRUARY 19-24: Army Group South begins a 
counter offensive at Kharkov. The Sixth SS Army 
counterattacks south of Rzhev. The Russians withdraw 
along a broad front. 

MARCH 11-20: The Germans recapture Kharkov and 
Belgorod. 

JULY 5-7: Large battle at Kursk. 

JULY 12: Largest tank battle in history fought near 
Procherovka. 

JULY 13: Hitler orders a halt to all offensives. 

AUGUST 4-22: Russians recapture Belgorod and Orel. 
Germans evacuate Kharkov. 


SEPTEMBER 5: Russians encircle Germans at Orel. 

SEPTEMBER 8: Hitler permits troops in Ukraine to fall 
back to the Dnieper River. 

SEPTEMBER 16-NOVEMBER 6: Germans abandon 
Bryansk and Smolensk. Russians retake Kiev and the en¬ 
tire Taman peninsula. 
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TIMELINE —continued 


NOVEMBER 15-28: The German XLVIII Panzer Corps 
counter attacks toward Kiev. Russian forces are destroyed 
in the Korosten pocket. 

DECEMBER 29: The Russian First Ukrainian Front 
breaks through on a 185 mile front west of Kiev. 

1944 


JANUARY 3-19: Russians recapture Kirovograd and 
Novgorod and drive into Poland. 

FEBRUARY 3-17: Ten German Divisions encircled, and 
eventually destroyed, in the Ukraine. 

FEBRUARY 22: Russians gain control of entire Ukrai¬ 
nian industrial area. 

MARCH 18: Russians reach the Rumanian border. 

MARCH 23-31: Russians encircle the German Opera¬ 
tional Base at Tarnopol and retake Ochakov on the Black 
Sea. 

APRIL 2-8: The Second Ukrainian Front crosses into 
Rumania. On the central front the Russians approach the 
Czech border. 


APRIL 10-MAY 9: Odessa is recaptured. It had been' 
under German control since October of 1941. Yalta and 
Sevastopol are recaptured. 

MAY 12: Last German troops in Crimea are evacuated. 

JUNE 18: Russians enter Finland. 

JUNE 24-JULY 19: Five German divisions of Army 
Group Center trapped at Vitebsk. Minsk is recaptured. 

JULY 23: Pskov, the last Soviet city under German 
control, is recaptured. * 


MOVING? 

Be sure to notify us of your address change six 
weeks in advance to insure uninterrupted service. 
Send new and old address to: 

NEXUS 

1110 N. Fillmore 
Amarillo, TX 79107 
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This issue's column is something of 
a grab-bag. First I'd like to direct your at¬ 
tention to the Fred Burton-Steve White 
discussion of balanced design in Starfire. 
There's a pretty hot debate over which of 
these gentlemen is correct, and that's 
what we'd like Starfall and NEXUS to deal 
with — unresolved questions. Of course, 
there's a temptation to take the easy (and 
truthful) out and say that whether balanc¬ 
ed or unbalanced design will succeed for 
you depends on (a) your tactics, and (b) 
your opponent's tactics. Having said that, 
your editor retires tactfully from the lists 
and invites you to have at it until you feel 
the issue is resolved. But while you're 
resolving it, remember we want to see 
player articles dealing with other Starfire 
issues, as well. 

The second point I'd like to draw your 
attention to is the appearance of our first 
selection from the Encyclopaedia Galac¬ 
tic a ,pealing with alien races. Obviously a 
publication covering as much material as 
the Encyclopaedia can't deal in great detail 
with any one race, but it does try to han¬ 
dle each race in the same basic format 
under the headings you see here. Of 
course, the Khanate of Orion are only one 
of several races, and we will be bringing 
you additional profiles soon, since we have 
all of the major known races in our data 
banks. On the other hand, there may be 
lesser races which have not yet been men¬ 
tioned in Starfire. If this is true, please feel 
free to send them to my attention and I will 
have the Encyclopaedia consider them. 

Third, in response to several queries, 
we bring you the next installment of In¬ 
cidents from the First Terran-Khanate War. 
Additional installments will be forthcom¬ 
ing but (to be perfectly frank) we'd like to 
have enough new Starfire submissions 
from our readers to make it hard to find 
room for the First Terran-Khanate War. 
(Mind you, the real war didn't turn out 
quite like those namby-pamby historians 
cited in the original rule book would have 
you think! Orion apologists, that's what 
they are!) 

Several people have submitted rules 
for "bunker space" aboard Starfire ships. 
The rationale is that the "ion engine" is 
a reaction engine and must, therfore, carry 
reaction mass. No "bunker rules" will be 
accepted, however, because the "ion 
engine" is not a reaction engine at all - 
it is a reactionless drive and takes its name 
from the "wake" of ionized particles the 
drive leaves behind. (This "wake," by the 
way, is one of the reasons Starfire ships 
have blind spots — not only are the drive 
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pods themselves in the way, but the 
ionization effect fogs up fire control in the 
"wake" area.) The so-called "ion 
engines" should be more accurately con¬ 
sidered to be "drive rooms" rather than 
actual drive pods — a ship may have 
almost any number of drive pods and the 
major concern in ship design is that there 
be sufficient power or drive rooms to 
generate the energy required for the drive 
field. 

If all this seems a little strange, con¬ 
sider the speed with which Starfire ships 
can accelerate and the fact that loss of all 
engines stops the ship dead. Obviously, 
we are not talking about reaction drives 
here: we are talking about a drive field 
which has a partial gravity damping effect 
and which sustains movement only while 
it is in operation. The speed with which the 
drive can move the ship is limited by (a) 
the speed of light and (b) the amount of 
acceleration the crew can stand, since the 
grav damping effect is only partial and is 
inversely proportionate to the size of the 
hull of the ship. 

Now, about fighters...Here's a goody 
for your anti-fighter escort ships: the 
AFHAWK (or, Anti-Fighter Homing All the 
Way Killer) Missile. Basically, this TL II 
weapon is a standard missile with a 
souped up drive and very sophisticated 
tracking circuits. It may not be carried by 
fighters (at the moment — there is a fighter 
in the works with the fire control 
sophistication for the AFHAWK). The 
AFHAWK has a maximum range of 10 
hexes, and it's sudden death on fighters. 

It attacks using standard missile hit pro¬ 
babilities reduced by -2 (or, in other 
words, it would hit a fighter at 10 hexes 
with a "7" or less). 

Like any weapon, of course, the 
AFHAWK has drawbacks. For one thing, 
it's a chemical warhead too small to have 
any effect on regular Starfire ships. For 
another, each AFHAWK must be in¬ 
dividually purchased (at a cost of .5 MgCdt 
each). AFHAWKS may be fired from stan¬ 
dard Rs or Ws and each R or W is assum¬ 
ed to have an "on-mount" storage capaci¬ 
ty of 30 missiles, any number of which can 
be replaced by AFHAWKS. Or players can 
build in Ahs for their R and W launchers, 
remembering each AFHAWK is half the 
size of a capship missile to ships of 70 hull 
spaces and up is illogical. If the launcher 
takes only 3 spaces, then any ship should 
be able to mount it. On the other hand, 
how can a launcher the same size as a 
standard R or W fire a missile twice as 
large? Both questions are valid and, with 
the wisdom of Solomon, are now solved 
with the introduction of the Rc (or missile 
launcher, capital ship). This sacrifices all 
on-mount magazine capacity. All missiles 
for an Rc must therefore be stowed in an 
adjacent Ah. Further, as with the old cap- 
ship R, only capship missiles (or later 
missiles of the same size may be fired from 
a Rc. , 


CHANGES 
IN THE 
GALAXY 


STARFIRE2nd Edition 

by David W. Crump 

Many of you have already played, or 
at least seen the new second edition of 
Starfire. This article is to enlighten those 
of you who have not. 

Starfire was one of the first four 
games published by Task Force Games in 
1979. Unfortunately, Starfire, while 
spawning several excellent related games, 
was not a comprehensive system on 
which to hang future games. The new 
second edition is intended to be the 
launching for Starfire's future as a com¬ 
plete gaming system. 

The future for Starfire will inclde 
about three supplements a year, the Star¬ 
fire miniatures (already available), and a 
continuing department in Nexus—S tarfall. 
The scope of the Starfire game series will 
range from tactical starships battles to 
conflicts between galactic empires. 
Although, the game system will of 
necessity be more complex as new things 
are added, it will retain its intrinsic play¬ 
ability. An exciting "future history" will be 
created to provide a background for many 
different battles and campaigns. 

Since we know that many of you will 
have questions regarding the new Starfire 
system, I will attempt to answer some of 
the more obvious ones. 

WHY HAS IT TAKEN SO LONG? 

We decided in the fall of 1982 to 
structure Starfire into a separate and com¬ 
plete game system. After several false 
starts in 1983, the Starfire basic set which 
is now available was finally begun in 
November of 1983. Once we got on the 
right track, the project went rather quickly. 

WHAT HAPPENED TO GROUNDF/RE? 

Groundfire was intended to be the 
Starfire of future ground combat on the 
tactical level. It is a very interesting and 
worthwhile game design and will be 
published later, but not as a part of the 
Starfire system. It has too a high a degree of 
complexity to be a Starfire supplement. 


Continued on next Page 













CHANGES — continued 


WHAT HAPPENED TO STR/KEF/GHTER? 

Strikefighter is now a separate rule 
section in the new Starfire BOXED SET. 
There have been some changes in the 
fighter rules. For example, the concept of 
assault movement has been dropped. 
Fighters now move during the regular 
movement phase but have a considerably 
higher movement allowance than the 
larger starships. Fighter combat now 
occurs as the second part of the regular 
combat phase rather than after assault 
movement. Fighter squadrons must now 
move as units, but fighters still attack 
separately within the hex the squadron has 
ended movement in. There are other 
changes that are less dramatic. 

WHA T IS DIFFERENT IN THE NEW 
STARFIRE BOXED SET? 

The rules have been completely 
rewritten and presented in a new easier to 
use format. The new rulebook has rule 
summaries and indices for each section 
and a player's information card with all the 
tables used during play. The rules for 


starship-to-starship combat (originally 
published as Starfire) have had only minor 
changes. As mentioned previously, 
Strikefighter (originally published as Star¬ 
fire II) has had some substantial rule 
changes. The new boxed set also includes 
a much larger map. The counters remaine 
unchanged from Starfire / and Starfire II. 

GOOD NEWS FOR 
LONG TIME PLA YERS... 

Starfire fans that do not wish to buy 
the boxed set but still want to play using 
the new rules may obtain the new 
rulebook and player's information card as 
a spare part. The cost is $7.00 plus $ 1.00 
for postage. Write to TASK FORCE GAMES, 
SPARE PARTS, 11 10 N. Fillmore, Amarillo TX. 

WHAT NEXT? 

The next Starfire product will be New 
Empires. New Empires will be a replace¬ 
ment for the original Empires strategic 
rules .New Empires will use many of the 
excellent ideas from the original Empires 
but will be substantially different. 

The Gorm-Khanate War is also 
scheduled for 1984. It will introduce a new 
star nation, the Empire of Gormus, to the 


Starfire system. A campaign game 
simulating the war between the newly 
discovered Gorm and the aggressive 
Orions will be presented. The campaign 
will use both the tactical rules of Starfire 
for starship combat and the strategic rules 
of New Empires for movement between 
star systems and for setting up battles 
within star systems. 

WHERE DO / SEND MY IDEAS 
FOR STARFIRE? 

We continue to solicit ideas for Starfire. 
These ideas can either be sent directly to 
David Weber, Box 1965, Greenville SC 
29602 or to Task Force Games (and we will 
pass them on to Dave). David is responsi¬ 
ble for the Starfall section in NEXUS and for 
formulating new products. Our role at Task 
Force has been to take Dave's Starfire pro¬ 
posals and develop them into finished pro¬ 
ducts. Please, don't expect your submis¬ 
sions to be returned if you don't include a 
self-addressed, stamped envelope. We will 
try to give credit to anyone whose work we 
use in whole or part, but will determine pay¬ 
ment on the basis of who first suggested 
the system or idea. Payment is made on the 
same terms and conditions that payment is 
made for Nexus submissions (see Nexus 5, 
page 30). * 
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KHANATE OF ORION 
MILITARY SERVICES: 


The Khanate of Orion has only one 
military service — the Khanate of Orion 
Space Arm. All military organizations are 
branches of the KOSA, and are (in order 
of descending seniority): 

1. The Khanate of Orion Navy (KON) 

2. The Khanate of Orion Galac- 
tography Command (KOGC) 

3. The Khanate of Orion Atmospheric 
Combat Command (KOACC) 

4. The Khanate of Orion Tax Patrol 
(KOTP) 

As with most galactic powers, the 
navy is the senior branch of the KOSA. 
Given the powerful militarism of the Orion 
people, the KON is geared largely for of¬ 
fensive combat even in defensive situa¬ 
tions, and KON war plans and construc¬ 
tion policies reflect this tendency. The 
KON is responsible for all war planning out¬ 
side atmosphere (ie., the vast majority of 
all war plans), and for R&D in space-going 
weaponry for both fortress and shipboard 
use. Of course, the KON is also largely 
resposible for its own starship designs and 
for defining the requirements of the bat¬ 
tle fleets. The KON has no responsibility 
for manning planetary defenses, but mans 
all orbital fortresses and some lunar for¬ 
tresses around fleet bases. 

The Galactography Command has 
assumed particular importance for the 
Orions largely because their first real 
cultural shock came as a result of running 
into the Terrans — or rather, the Terrans 
runnning into them. In both the first two 
interstellar wars and in the Gorm Incident, 
the KON was poorly served by the survey 
branch of the KON, leading to the creation 
of the KOGC as a semi-independent 
branch of the KOSA. Unlike the TFNSC, 
KOGC ships are designed to meet the stan¬ 
dards set by their own branch and are 
crewed by specialists who are never part 
of tthe KON's regular command structure. 
The KOGC is responsible for integrated 
task forces. Like the TFNSC, the KOGC is 
responsible for exploration, maintainence 
of navigation beacons and charts, and up¬ 
dating of existing surveys. Unlike the 
Federation, the Khanate of Orion has plac¬ 
ed the Bureau of Outworld Settlement (its 
equivalent of the Federation Bureau of Col¬ 
onization) under the KOGC rather than the 
reverse. 
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The KOACC is the largest branch of 
the KOSA in terms of manpower, but 
comes third (after the KON and KOGC) in 
terms of operating budget. This, of course, 
is primarily due to the lower cost of ground 
and atmospheric combat equipment. The 
KOACC provides "marines" to the KON 
by detaching regular KOACC troops for 
shipboard service, but the KOACC is also 
responsible for manning all planetary 
defense centers and for all "atmospheric 
environment" combat operations. The 
KOACC thus fulfills the functions of the 
Federation Marines, Federation Fortress 
Command, and the Federation Peaceforce 
Command in a single service. Although of¬ 
ficially described as "atmospheric environ¬ 
ment" combat forces, the KOACC troops 
are found fighting on almost any planetary 
or lunar surface. 

The KOTP is the branch least 
respected by the rest of the KOSA. KOTP 
personnel are regarded as jumped-up 
policeman, and while this occupation is 
not actively dishonorable, it is not exactly 
honorable, either. The Orion honor con¬ 
cept which enshrines the military as the 
very highest calling for an Orion, does not 
exactly extend to the KOTP. It should be 
noted, however, that outside the KOSA, 
the KOTP receives almost as much respect 
as the fighting services, since the police 


protection of society is also a laudable 
goal. (It has been suggested by some 
suspicious souls that the KOTP's name 
was carefully selected by the KOSA to be 
less than dashing in comparison to the 
other branches. 

RANK STRUCTURE: 

Since all military personnel come 
under a single service structure — the 
KOSA — all military services use the same 
ranks. It should be noted that Orion rar« 
structures do not equate exactly to Terran 
ranks even in a functional sense, much 
less an absolute or conceptual sense 
However, the closest equivalents are giver 
below. 

KOSA Rank * TFN Rank 

Litter Cub.Midshipman 

Cub of the Khan.Lt. (JG/SG) 

Son/Daughter 

of the Khan.Lt. Commande r 

Commander 

Least Claw 

of the Khan.Captain 

Small Claw 

of the Khan.Commodore 

Claw of the Khan .... No equivalent 
Great Claw 

of the Khan.Rear Admiral 

Least Fang 

of the Khan Vice Admiral 

Small Fang 

of the Khan.Admiral 

Great Fang 

of the Khan.Fleet Admiral 

First Fang of the Khan . Sky Marshal 
* Approximate Terran Standard English 
translation. 

It should be noted that this represents 
a substantial over-hauling of the old Orion 
rank structures. At one time, the only of¬ 
ficer rank titles were Claw of the Khan an3 
Fang of the Khan with a numeric designa¬ 
tion to determine relative seniority. Thus 
"Two-Hundred-and-First Claw of the 
Khan" was senior to "Three-Hundred-anc- 
Twelfth Claw of the Khan." Naturally, this 
was a somewhat cumbersome system — 
and it also led to problems in determining 
inter-service seniority when the KOSA 

Continued on next Page 



















MI LIT ARY —continued 

f nally ran up against someone (the Ter- 
r ans) whom they simply could not con¬ 
quer. After a study of the Terr an rank 
structure (which the KOSA regards as en¬ 
tirely too complex), a reorganization of 
KOSA ranks was undertaken. The numeric 
designation of seniority still applies within 
each rank, automatically defining the ex¬ 
act seniority of any officer, but only the 
First Fang of the Khan remains as an "of¬ 
ficial" and unchanging holdover from the 
old ranks. 

It should be noted that the rank Claw 
of the Khan falls between the TFN rank of 
Commodore and Rear Admiral. The Claws 
of the Khan represent a step in the com¬ 
mand structure peculiar to the Orions — 
they are battle group commanders but 
never flotilla commanders or task force 
commanders. The Claws of the Khan are 
highly specialized officers trained in the 
rapid assimilation and utilization of com¬ 
bat data between task force and flotilla 
levels. Generally speaking, promotion 
above the rank of Claw of the Khan is very 
slow, and it usually indicates that a Claw 
is beginning to loose the quickness of men¬ 
tal and physical reflex required for his bat¬ 
tle group command position. It should be 
noted that better than half of all Claws of 
the Khan resign their commissions rather 
than accept promotion, even though the 
Great Claws are very highly respected of¬ 
ficers. This resignation rate reflects two 
recognized points: there are very few 
(relatively speaking) active KOSA officers 
above the rank of Claw of the Khan and 
so the room for promotion is limited, and, 
in addition, there is no higher rank which 
offers the challenge and the sense of per¬ 
sonal responsibility and combat found in 
the Claw of the Khan's duties. 

Note that the KOACC and KOTP do 
not use the rank of Claw of the Khan. 


RECRUITING: 

Recruiting is never a problem for the 
KOSA. All KOSA personnel are volunteers. 
Indeed, there is tremendous competition 
to gain admittance to the military, which 
is regarded as the most honorable of all 
possible careers for an Orion. 

Approximately 10% of the KOSA of¬ 
ficer corps is drawn from the hereditary 
nobility. (More would be, but there are 
very, very few inherited titles in the 
Khanate of Orion.) Promotion, however, 
does not favor the noble over the non¬ 
noble, and a great many Orion military per¬ 
sonnel (not all of them officers) are award¬ 
ed service patents of nobility — with 
stipend — for outstanding bravery or 
success in combat. 

The 90% of the officer corps which 
is not drawn from the hereditary nobility 
is selected on a merit basis by competetive 
testing and consideration of service 


records. (Note: This process is not as im¬ 
partial as it sounds. Firstly, the aristocratic 
and wealthy classes are able to provide 
better basic education for their young and 
this gives them a tremendous Initial advan¬ 
tage. Secondly, KOSA promotion policies 
make "experienced judgment" on the pro¬ 
motion board's part almost equivalent to 
test data for determination purposes. Thus 
the officer corps' "meritocracy" status is 
somewhat less than overwhelming.) 


TRAINING 

All KOSA officers are trained at the 
Academy of the Khan on New Khanae. 
The curriculum is identical for the first four 
(Orion) years of study, then diverges into 
the separate branches for the remaining 
six (Orion) years. 


PROTOCOL AND UNIFORMS: 

KOSA protocol is largely dictated by 
the Orion honor code. The acknowledged 
seniority of the KON places its officers the 
equivalent of one rank higher than in any 
of the other branches for purposes of 
determining relative seniority. The Orion 
duelling code is also enshrined in KOSA 
military law which, however, permits 
juniors to challenge only officers of their 
own rank but higher seniority number. (In 
other words, a Least Claw could never 
challenge a Small Claw, but the most 
junior Least Claw could challenge the most 
senior Least Claw.) Senior officers may 
always challenge junior officers, but this 
is frowned upon unofficially and happens 
very rarely. Even more rarely, a junior who 
is legally unable to challenge a senior will 
contrive a personal insult which lies out¬ 
side purely military channels. Under such 
circumstances, the senior has no choice 
but to challenge his junior, thus providing 
a sort of sub rosa challenge procedure for 
the junior. One extremely important aspect 
of KOSA military law, however, is that no 
officer may ever advance in rank as the 
direct result of a duel. Thus if a junior 
challenges and kills or incapacitates a 
senior, the next officer junior to him will 
advance two levels of seniority to fill any 
gap created, while every other officer 
junior to him will also advance one level 
of seniority. He himself, however, will not 
advance. This provision is intended to pre¬ 
vent the use of challenge procedures to 
further one's career. 

Most Orion clothing is minimal. Since 
the Orions are equipped with furry pelts 
from their feline ancestors, the function of 
most clothing is ornamental and runs to 
belts and harnesses of jeweled metal work 
and leather rather than actual clothing. In 
the case of the military, this ornamental 
clothing takes on a functional role for rank 
and service identification. 

The KOSA dress "uniform" consists 


of flared, pauldron-like metal shoulders of 
semi-precious metal (plated, for enlisted 
ranks) with crossed metal harness straps 
on chest and back (for officers; enlisted 
men use leather harness straps 1 ). The 
Orions do not use boots, as the Terrans do 
(possibly because of their retractable toe 
claws), but prefer an open-toed sandal 
with magnetic foot plates in place of the 
Terran spaceboot. Uniform sidearms (edg¬ 
ed steel — only with dress uniform) are 
worn at the hip. Both dress and undress 
uniform for officer and other ranks alike 
uses a com helmet as official headgear. 
There are "dress" and "undress" 
helmets, however. Both are fully func¬ 
tional, but the dress helmet is plated with 
semi-precious metals and buffed to a very 
high gleam. The undress helmet is far more 
utilitarian. 

For space use, the combat uniform is 
a protective vacc suit, while most 
planetary combat uniforms consist of pro¬ 
tective clothing of one sort or another — 
pressure suit, powered armor, camoflaug- 
ed smock, etc. 

KOSA rank insignia consists of in¬ 
tricately worked patterns of metal thread 
which are quite difficult for non-Orions to 
distinguish from one another. As a result, 
KOSA personnel on detached duty to non- 
Orion forces usually adopt the closest 
equivalent rank badge during their 
assignments. The various "fang" ranks, 
however, can be clearly distinguished from 
all lesser rank badges by means of the 
white, ivory fang slashed across the thread 
badge. In addition to the rank badge, each 
KOSA rank marking bears a seniority 
number, as well. Only the First Fang has 
no seniority number on his rank badges. ★ 



SPARE PARTS 

We have spare parts available 
for many of our games. 

For a complete list of 
spare parts send a S.A.S.E. to: 

SPARE PARTS 
1110 N. Fillmore 
Amarillo, TX 79107 
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THE KHANATE OF ORION 

FROM ENCYCLOPAEDIA GALACTICA, VOL. 93 


RACIAL DESCRIPTION: The Orions 
are bipedal mamalians, descended from a 
feline evolutionary branch and retaining 
certain social characteristics associated 
with the sentient felines of the galaxy. 
They possess general human body struc¬ 
tures, but are covered with short, plushy 
fur, generally ranging from a sandy tan col¬ 
oration to purest black. Their faces retain 
rudimentary muzzles and the slitted pupils 
of their evolution, and every Orion is quite 
vain with regard to the luxuriant whiskers 
(generally as broad as their shoulders) 
which border their muzzles. 

FAMILY STRUCTURE: The Orion 
family is matriarchial with property and 
hereditary rights descending through the 
female line. Families tend to be quite large, 
with multiple births the rule rather than the 
exception. Indeed, members of the same 
family, descended from the same mother, 
are referred to as "littermates," though 
the term originally applied only to siblings 
of the same birth. Children are raised by 
the mother to about age twenty (about ten 
Terran Standard Years of age), when their 
rearing is taken over by their male parent 
or one of his near male relations. Children 
are shown a great deal of affection by both 
parents, but after they pass into the 
"malehood" (as the period is termed) 
great emphasis is placed upon the Orion 
concept of honor. Stern and often harsh 
punishment is used to discipline the child 
into an honorable lifestyle. 

RELIGIOUS STRUCTURE: The Orions 
retain a generally pantheistic religious 
view, though strict religious faith has 
declined over the past one or two cen¬ 
turies. The foremost Orion god is 
Hiranow'khanark, the god of war, but the 
pantheon includes at least two dozen other 
dieties. Although true religious fervor is not 
at a premium among the Orions, the 
deference to Hiranow'khanark which col¬ 
ors the entire Orion life-style seems to 
shape the culture's attitude towards life in 
general. 

PHILOSOPHICAL STRUCTURE: 

Despite the peculiar nature of the Orion 
code of honor (see below) Orion society 
is generally humanistic in nature. The 
Orion poor are taken care of not by the 
state, but by their more affluent neighbors. 
Unlike many other star nations, the 
Khanate of Orion does not possess a large 
class of urban or rural poor (except in a 
relative sense) for it is against the Orion 
philosophy of "oneness" to leave 
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members of their race in squalor or abject 
misery. Orion "oneness" does not — it 
should be noted — extend to any race 
which has not proven itself the peer of the 
Orions. Their racial inferiors deserve 
whatever happens to them, in the Orion 
philosophical view. 

POLITICAL STRUCTURE: The Orion 
political structure is headed by a semi- 
deified ruler, called the Khan (hence the 
term Khanate) who is, in theory, an ab¬ 
solute ruler. The Khan exercises his power 
arbitrarily, and any order he issues is, by 
definition, legal. Khanate orders take two 
forms, the hirirkrinzi, or civilian directive, 
and the hirikolus, or military directive. In 
practice, there is no difference between 



the effect of these decree forms, yet the 
hirikolus has honor and traditional implica¬ 
tions which do not attach to the hirirkrin¬ 
zi. It might, perhaps, be most accurate to 
say that the hirikolus is a liege-vassal af¬ 
fair, a direct link of ruler to ruled with semi- 
feudal implications, while the hirirkrinzi is 
regarded more in the role of a bureaucratic 
directive. 

Although the Khan is theoretically ab¬ 
solute, there are political structures which 
exercise an effective check upon his 
power. Foremost among them, and unique 
to the Orions, is the Caste of Assassins. 

The Caste of Assassins is formed 
from the foremost duelists of the Khanate 
of Orion (see Honor Obligations, below). 
To qualify for membership in the Caste of 
Assassins, an Orion must have triumphed 
in a minimum of sixty-six duels, at least 
half of which must have been to the death. 


Admission to the Caste of Assassins is the 
highest honor which may be bestowed 
upon an Orion, for it is equivalent to 
making him a keeper of the Orion destiny. 
Admission to the Caste of Assassins also 
requires the Orion admitted to relenquish 
all other political posts — a member of the 
Assassins must remain neutral in a! 
political questions. This prohibition is en¬ 
forced by the other members of the Caste, 
who do not hesitate to execute any 
Assassin who seems inclined to political 
partisanship. 

The function of the Caste of 
Assassins is to remove the Khan — by 
assassination — if it becomes apparent 
that he is failing to discharge his leader¬ 
ship duties effectively. This is not done 
lightly, but the office of assassin has been 
executed nine times in the last three cen¬ 
turies. Since the Caste of Assassins forms 
the Khan's personal bodyguard, success 
is almost guaranteed — though it should 
be noted that the Khan is never murdered. 
He is always permitted to challenge the 
champion of the Caste of Assassins to per¬ 
sonal combat and, if successful, is immune 
to further challenge for the next six Ter¬ 
ran Standard months. This reflects the 
Orion belief that triumph in battle is an in¬ 
dication of Hiranow'khanark's favor. More 
than one Khan has used his six month 
grace period to reform the weaknesses of 
his rule which originally prompted the 
challenge. 

Along with the Caste of Assassins 
stands the Order of Merchants, the Fangs 
of the Realm, and Hands of the Khan. 
Respectively, these groups represent the 
merchants, the military, and the civil 
bureaucracy. The heads of these 
segments of the Khanate are charged with 
petitioning the Khan for redress of 
grievances and correction of wrongs, 
though these petitions have no force in 
law. In custom, however, they can be ex¬ 
tremely important, since the Caste of 
Assassins is always assembled to hear the 
petitions along with the Khan, and his 
response to the pressing problems of his 
realm forms a critical element in any 
Assassin decision to remove him. 

There is no popular vote or assembly 
in the Kanate of Orion. 

SOCIAL STRUCTURE: The Khanate of 
Orion is a highly militaristic society, and much 
of the society's stratification and social 
precedence is bound up with that militarism. 


Continued on next Page 









KHAN ATE —continued 


The highest social honors are reserved for 
the successful duelist (see Honor Code, 
below) and military victor (see Militancy, 
below). Neither birth nor wealth can give 
an Orion precedence over another Orion 
who has won his position upon the field 
of battle or honor. 

After personal military achievement, 
the next most potent force for social 
stratification is birth. Orions are avid 
genealogists and put great emphasis upon 
the '"breeding" of their social leaders. Yet 
it should be noted that all the "breeding" 
in the world will not preserve an Orion's 
social position should he prove incompe¬ 
tent or unfortunate upon the fields of bat¬ 
tle and honor. 

The last and least important of the 
three major stratifiers of Orion society is 
wealth. Interestingly enough, the newly 
wealthy have more social status than 
those who inherited wealth and have not 
added to it. 

HONOR CODE: The Orion code of 
honor hinges upon two paramount obliga¬ 
tions: absolute fidelity to the sworn word 
of the individual and the adoption of 
theernow/us. 

Orions do not lie in their personal deal¬ 
ings. An Orion who does lie does not live 
long after others have learned that he does 
so, unless he is an exceptionally skilled 
duelist. To call an Orion shirnow (or "oath 
breaker") is to indicate that he has either 
violated his sworn word or told a self- 
serving lie, and it is the worst insult an 
Orion can be offered (except for theer- 
mish , explained below). The charge of shir¬ 
now can be removed only by blood on the 
duelling ground, and such duels are always 
to the death. Interestingly enough, this 
prohibition against oath breaking does not 
extend to matters of state. In his personal 
dealings, the Khan is held to rigorous 
observance of the code of Shirnask, or 
honesty, but in his dealings as head of 
state he is permitted to lie or to violate 
treaties. This is probably a recognition of 
the realities of interstellar power politics, 
but it is not a matter Orions will willingly 
discuss. 

Theernow/us is a portion of the Orion 
honor code which, at first glance, appears 
to violate Shirnask , though this is not, in 
fact, true. Essentially, theernow/us holds 
that anything an Orion may do to advance 
his own or his race's interests is honorable 
— yet it may not be done with honor if it 
threatens the well being of another 
without bringing the individual who per¬ 
forms an act into personal risk. Thus, for 
example, it is honorable for an Orion mer¬ 
chant to engage in cut-throat competition 
with a rival only if the avenues of competi¬ 
tion he pursues expose his own financial 
position to equal risk. Theernow/us also 


carries over into Orion military practice, 
which explains the Orion use of 
predominantly small vessels of war prior 
to the First Interstellar War. Since that 
time, the military aspects of theernow/us 
have been modified somewhat, but it con¬ 
tinues to influence Khanate military action 
to the extent that the Orion who for¬ 
mulates a plan on the strategic or tactical 
level must personally execute it, risking his 
own life and well being upon the success 
of his plans. 

Both theernow/us and Shirnask 
dominate normal Orion life, which explains 
the fact that the field of honor takes 
precedence over any court of law except 
the Khan's "Court of Treason." 

LEGAL SYSTEM: The Orion legal 
system is unitary — that is, all Khanate 
courts derive their power directly from the 
Khan and all justices, as other ministers of 
state, serve at the Khan's pleasure and 
may be removed arbitrarily by him. 

Orion law prohibits crimes of proper¬ 
ty and crimes of violence, and penalties are 
stringent. Orion legal tradition enshrines 
the principle of "balance" — that is, any 
Orion criminal suffers a penalty which ex¬ 
actly duplicates the loss suffered bu the 
victim of his crime. Arsonists are burned 
alive, poisoners are poisoned, embezzlers 
are stripped of their wealth, etc. 

Each Orion court except the Court of 
Treason maintains a court champion, 
selected by non-lethal competition on the 
field of honor. The champion receives a 
stipend from the state and serves as the 
honor surrogate of the court officials. Con¬ 
victed criminals do not have the right to 
challenge their accusers. Note, however, 
that an individual found innocent of a 
crime does have the right to challenge his 
accuser to a duel to the death. If he wins, 
all sentence or penalty is nullified. 

The Court of Treason is an exception 
to the rules of challenge, however. The 
Khan himself heads this court and only he 
may hand down a guilty verdict on charges 
of treason. The Khan is immune from 
challenge (except for the Caste of 
Assassins) and no individual is allowed to 
issue challenge to escape sentence of the 
Court of Treason. This reflects the belief 
that any convicted traitor must, by defini¬ 


tion, be guilty of hirnow (see Honor Code 
above) if not of theernish. 

MILITANCY: As might be expected of 
a society which enshrines blood challenge 
as an aspect of its honor and legal struc¬ 
ture, the Khanate of Orion is highly mili¬ 
tant. In general, the military is seen as the 
highest career an Orion can pursue, and 
members of the military are seen as sur¬ 
rogate champions of all Orions. The 
military, in effect, is viewed as preserving 
the honor of Orion against all other races 
and the willingness of an Orion (male or 
female) to risk life and limb for Orion honor 
is the basis for the accolades and social 
precedence given the the military. 
Needless to say, all Orion military person¬ 
nel serve as volunteers. The concept of 
conscription is alien to Orion thinking, and 
Orions have a tendency to view any 
society which practices conscription as 
morally and honorably bankrupt. 

GALACTIC VIEW: Traditionally, Orion 
views of the galaxy enshrine a drastic ver¬ 
sion of the Terran Philosophy of social Dar¬ 
winism. The galaxy is viewed as a bat¬ 
tleground of unending strife in which only 
the strong and valiant can (or, indeed, 
deserve to) survive. Orion racial 
chauvanism has insisted that, as the most 
valiant and warlike of the races, the Orions 
are the natural rulers of the galaxy. This 
view has suffered considerable damage as 
a result of the First and Second Interstellar 
Wars, but it is too early yet to say whether 
this will produce a modification of the 
Orion galactic view or lead to a gradual 
general demoralization of the race. The 
Orion penchant for honesty with self and 
others prevents the race from denying that 
they were defeated — and soundly — by 
a race which does not embrace the Orions' 
own code of honor. Whether this will lead 
to a more cosmopolitan view in which 
alternative power balances are acceptable 
or will produce revanchism among the 
Orions is yet to be seen. The recent 
removal of Liahrnousik V by the Caste of 
Assassians may be an indication of how 
the Orion galactic view will evolve, since 
Liahrnousik was the leader of the faction 
which demanded revenge upon the Ter- 
rans at all costs. ★ 
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INCIDENTS FROM THE FIRST INTERSTELLAR WAR - PART II 

by David Weber 


(Editors note: This is the continuation 
of an article that was begun in the second 
issue of NEXUS. We had meant to return 
to it before now, but better /ate than 
never...) 

Frantic examination of Discovery's 
data tapes led Terran Survey Command to 
tentative conclusions about the unknown 
enemy. It was evident to all that the 
Omega Contingency, as Survey Command 
had labeled the possibility of encountering 
hostile extraterrestrials, had indeed come 
to pass. But there were more detailed con¬ 
clusions, as well. To quote from the Offi¬ 
cial History of the Terran Federation Navy 
(Solarian Press, Nova Terra): 

"The consensus was that an out¬ 
post at the extreme edge of an inherently 
militaristic empire had been contacted and 
that it would not be long before enemy 
ships came looking for the Terran worlds. 
To forestall this, two ships were stripped 
of scientific gear and armed as combat 
vessels to return to, seize, and control 
system VX-1 34, the sole known point of 
warp contiguity. It was devoutly hoped 
that the weaponry of the aliens, as 
demonstrated in the initial contact, was on 
a technological par with that of Terra." 

There were actually three ships in the 
new battle squadron. The two vessels in 
the passage cited were entirely stripped of 
survey instrumentation and became pure 
warships, albeit hastily jury-rigged ones. 
One of them, the large frigate TSS 
Napoleon, received two hybrid gun-missile 
launchers, a laser, and multiplex tracking 
to become the first space destroyer of the 
Terran Federation Navy. The second war¬ 
ship, Outreach (a sister of Discovery), 
received an armament of only two GMLs, 
but mounted extremely heavy shields for 
a unit of her displacement. The third unit 
was Discovery. Repairs to her battle 
damage gave an opportunity to alter her 
capabilities and she was converted to 
carry the same armament and shields as 
Outreach. Since additional data on enemy 
capabilities was required, however, 
Discovery retained half her survey in¬ 
strumentation. These instruments used 
tonnage her companions could dedicate to 
drive spaces, which reduced Discovery's 
top speed to about 83% of her squadron- 
mates, but it was calculated that this still 
gave her 125% of the speed of the enemy. 

Preparations were rushed and Com¬ 
mander Anderson, newly promoted to the 
rank of Captain in the new Terran Federa¬ 
tion Navy, was assigned command of the 
squadron. On April 23, 2205, the first Ter¬ 
ran space squadron intended as a pure bat¬ 


tle force re-entered the warp point for the 
Second Battle of VX-134. 

On the Orion side, as well, events 
moved rapidly. The Alkzar's defeat was 
quickly reported to the Khan's local 
viceroy. District Governor Fifth Claw Lord 
Khentaro'loharnu. Lord Khentaro was im¬ 
pressed by reports of the Terran ship's 
combat efficiency and assumed (wrong¬ 
ly) that he faced an equally aggressive, ex¬ 
perienced, and prepared star nation. 
Accordingly, he refused to launch a 
punitive expedition before assembling suf¬ 
ficient strength to assure that he could 
beat a fighting withdrawal if need be. It 
was not as if Lord Khentaro possessed 
ships to throw away. His district lay on a 
remote edge of the Khanate of Orion, with 
relatively low priority for warships. In addi¬ 
tion, the Prohibition of Howmarsi had for¬ 
bidden all Orion expansion for over forty- 
eight years, during which the Khanate had 
not tasted battle with an alien race. As a 
result, warship construction had sagged 
and those under Lord Khentaro's com¬ 
mand were precious commodities indeed. 

In theory, Lord Khantaro's command 
included three light cruisers and seven 
pickets of the Aikzar type, but it would 
have required three months to assemble 
them all in VX-134. His immediately 
available force of one cruiser and three 
pickets was clearly inadequate to probe 
alerted defenses, in his opinion, so he 
decided to stand on the defensive. Lord 
Khentaro reasoned correctly that the Ter- 
rans would feel compelled to return to 
VX-134 in strength to secure the warp 
point in order to deny it to the Orions. Ac¬ 
cordingly, Khentaro spent the intervening 
period in drilling his small fleet and in con¬ 
verting an orbital freight transfer station 
into an orbital weapons platform (OWP) 
armed with whatever weapons he could 
readily secure. 

His preparations were barely com¬ 
pleted when Captain Anderson, flying his 
flag in the destroyer Napoleon, returned. 
Lord Khentaro may have wished for more 
strength, but he was not too displeased, 
by the apparent balance of forces. His 
cruiser flagship, KOS Karhae, was larger 
than the largest Terran ship, and his three 
pickets — Ma/kon, Raikon, and Tairon — 
looked to be a match for the two Terran 
frigates. In addition, Khentaro had the 
OWP to support his ships. 

Governor Lord Khentaro elected to at¬ 
tack at once. His initial position between 
the planet and the warp point gave him an 
easy intercept vector, and he seems to 
have misjudged the relative armaments of 
the squadrons. According to the senior 
surviving watch officer on Karhae, 


the heavy missile barrage with which Cap¬ 
tain Anderson opened the battle convinc¬ 
ed Lord Khentaro that the Terran ships 
must be armed almost exclusively with 
missile launchers. Since each of his ships 
mounted at least one gun, and Karhae car¬ 
ried a laser. Lord Khentaro chose to close 
rapidly to get under the Terran missiles. 
Close-range action would permit him, he 
hoped, to use the shorter ranged weapons 
the Terrans seemed to lack. 

On the other side, Captain Anderson 
decided that the paucity of return missile 
fire indicated that this present foes 
mounted the same mixed gun and missile 
armament as the Aikzar. He judged that his 
more sophisticated GMLs would give his 
ships an edge in close action, but he also 
noted the presence of the OWP and the 
heavy communications traffic between it 
and Karhae. He judged it must have been 
converted into a fortification and had no 
wish to come within its range while 
simultaneously engaging enemy warships. 
By remaining at extreme range from the 
OWP, he might hope to avoid its fire and 
to entice the Orion ships into engaging 
without its support. With those thoughts 
in mind, he skirted extreme missile range 
from the OWP but allowed the governor's 
squadron to close with him. 

There are those prepared to quibble 
with the tactics of any space action. It has 
been argued that Anderson could have 
chosen his own range, within effective 
missile range but outside the effective 
reach of the enemy squadron's guns. Thus 
his missile superiority could have pound¬ 
ed his foes with relative safety, whereas 
going in close gave up that advantage. 
Worse, it actually permitted his enemy a 
firepower advantage! This argument, 
however, overlooks the manner in which 
Anderson distributed his fire. 

Anderson's earlier engagement in¬ 
dicated that the tiny pickets were fragile, 
far more so than his own ships. Recogniz¬ 
ing this, he concentrated his full firepower 
on Karhae initially, hoping to drive her out 
of action and to pick off the pickets at 
leisure. This tactic proved entirely suc¬ 
cessful — three exchanges of fire stripped 
Karhae of her shields and armor and turn¬ 
ed her hull into a sieve. As she withdrew 
to lick her wounds, Anderson's ships 
mauled the pickets savagely as they clos¬ 
ed up to screen the battered flagship. 
Outreach was badly injured in these early 
exchanges, but her damage was propor¬ 
tionately lighter than Karhae's and no 
other Terran ship took a hit. As Karhae 


Continued on next Page 
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INCIDENTS —continued 


withdrew, Napoleon brought her laser in¬ 
to action and the Terrans switched their 
GMLs to gun mode, just as the accuracy 
of the Orion missiles declined noticeably. 

The range fell. Napoleon devastated 
Ma/kon before she has even fired once — 
she lost her shields, armor, cannon, and 
a quarter of her engines. Discovery in¬ 
flicted nearly equal initial punishment on 
Talron r exacting a stiff price for the early, 
widely dispersed Orion formation by crip¬ 
pling her before she could answer effec-. 
tively. But escorts and cruiser alike ignored 
Napoleon and Discovery , pouring concen¬ 
trated fire into Outreach. Their missiles — 
freakishly accurate - knocked out all of 
Outreach’s weapons, reduced her speed 
to a.crawl, and inflicted heavy casualties. 
The damaged frigate limped away, badly 
injured but alive. 

In retaliation, the Terrans quickly 
silenced Talron completely. Karhae laced 
Napoleon with heavy fire as her crippled 
escorts crept away, but the destroyer's 
shields held. Ra/kon' s fire knocked out 
Discovery's shields and Malkon holed the 
frigate's armor, but it was the escort's 
final shot. Seconds later, Malkon’s guns 
were forever silenced. 

The engagement now settled into a 
bitter action between the heavily damag¬ 
ed cruiser, supported by the OWP and the 
battered Ralkon f and two comparatively 
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healthy Terran ships. Anderson pressed 
the attack on the cruiser, reasoning that 
she carried the greatest number of 
weapons and that those weapons, without 
shields, were exposed and vulnerable. The 
cruiser retired into range of the OWP, 
whose missiles knocked down Napoleon’s 
shields and most of her armor, but not 
before Karhae took a destructive series of 
hits which silenced her last weapon and 
reduced her speed by 80%. 

It was now only a matter of time. 
Discovery and Napoleon retained intact 
armaments and were opposed only by the 
dangerously crippled Ralkon, which was 
torn apart in a single firing pass, and the 
OWP. Having lost one GML from his 
flagship to an OWP missile, Anderson 
retired to maximum missile range from 
which his ships outgunned the OWP by a 
factor of three to one. From that point, the 
battle was brief: three Terran broadsides 
ripped the OWP and left only the cripples 
to deal with. To Anderson's dismay, all of 
these ships scorned surrender and had to 
be destroyed rather than captured. 

A handful of escape pods were 
recovered, and Anderson was faced with 
the question of what to do next. Study of 
the battle tapes convinced him that, ship 
for ship, his units were as heavily armed 
as anything they might have to face. Since 
it seemed imperative to him to hold 
VX-134 in maximum strength, he placed 
his Orion prisoners aboard the crippled 
Outreach and returned them to Epsilon 
Eridani for interrogation. He made up crew 


casualties on his remaining ships with 
Outreach personnel, carried out emergen¬ 
cy repairs, and remained to secure the 
system. In the event, his actions and deci¬ 
sion to risk defeat in detail were amply 
justified. * 


OPENING LINES —continued 

Musketeers are two of our releases in this 
area. We are also reworking some of our 
older historical titles: Battlewagon, Armor 
at Kursk, and Operation Pegasus are slated 
to be released as reworked editions. 

Task Force is also intending to move 
more heavily into the computer gaming 
field. Now that we have "gotten our feet 
wet" with War of the Worlds and Survival, 
we are ready to do a war game. We have 
chosen Stonewall Jackson's Shenandoah 
valley campaign as the subject of our first 
release. From the initial drafts of the game, 
it is apparent that the game will be as 
state-of-the-art as any currently on the 
market — and at a very competitive price. 

These are just a few of the directions 
Task Force will be taking in the coming 
months. Although this has been an 
unabashed "plug" for Task Force Games, 

/ would like to take this opportunity to 
thank all our lo yal customers. You are the 
ones who have made all of this possible , 
and we really value your ideas and your in¬ 
put. Let us know how we can better serve 
you. * 















IS BALANCED DESIGN 
AN UNBALANCED CONCEPT? 

By Fred Burton 


For quite some time, the theory of 
ship design in Starfire has held that it is im¬ 
possible to build a single, irresistable ship. 
It has, therefore, been suggested that a 
person creating his own ships should use 
"balanced" designs. I disagree with this 
method of design, especially when 
building ships for use with Starfire III: Em¬ 
pires. In this article, I would like to discuss 
how using "unbalanced" ship designs lets 
you construct fleets that are more effec¬ 
tive and more efficient. 

First, let's get our definitions straight. 
What is a "balanced" ship and what is an 
"unbalanced" ship? According to Starfire 
/, a "well-balanced" ship will carry a little 
of everything - a veritable jack-of-all- 
trades. The theory appears to be that if a 
ship carries a few weapons of several dif¬ 
ferent types, it will be able to defeat its 
enemies by exploiting their weakness or 
vulnerability vis-a-vis a particular weapon. 
It would seem, then, that an "unbalanc¬ 
ed" ship is one that carries only a single 
type of weapon. 

Why use "unbalanced" ships? First, 
the player must bear in mind that in Em¬ 
pires the weapons may be fired ship-to- 
ship, but the battles are usually fought bet¬ 
ween fleets of ships. Within a fleet, each 
ship will have a specific role and, to fulfill 
that role as efficiently as possible, the ship 
should be specially designed. It should 
defeat enemy ships not by chipping away 
at their weaknesses, but by overwhelm¬ 
ing them with its strength regardless of 
their strengths of weaknesses. Ships that 
are "role-designed" will almost always be 
"unbalanced," but the "balanced" 
design, will be less effective in their func¬ 
tions than a "unbalanced" design. 

The four most common functions or 
roles of a Starfire combatant are close- 
range combat, long-range fire support, car¬ 
rier operations, and anti-fighter combat. 
Obviously, carriers cannot be built until 
Tech Level 8 is available and anti-fighter 
ships will not be needed until enemy 
fighters are encountered, but the same 
need to consider the logical demands of 
the roles apply across the board. Let's ex¬ 
amine each of these roles more closely. 

Close-Range Combat: Ships designed 
for close combat should be equipped 
primarily with force beams (or laser 
beams, below TL 4). Primary or energy 
beams can be useful, however most 
capital ships should be armed exclusively 
with force beams. This allows these ships, 
when equipped with long-range scanners 
(Xr), to sweep minefields as a secondary 
duty. Ships armed entirely with primaries 
can also be very effective in support of the 
main elements, but cannot sweep mines 


and may be vulnerable in close combat 
where the sheer weight of damage in¬ 
flicted by the forcebeam outclasses the 
primary's ability to pierce shields and ar¬ 
mor. Below are three examples of close 
combat types: 

Doltech CLASS BB: 

(3) Sxl 2 Axl 6 ZHDHDHFHDHFF 
(M3)FFEFFDYCIIIII (5) 

U Thant CLASS SD: 

(3) Sx20 Axl 6 ZHDHDHFHDHFF 
(M4)DFFF(XR)FFFFYCIIIII (5) 

Maine CLASS CA: 

(2) SX7 AX3 ZHDHDPP 
(M2)PPPYIIIIII (6 + 1) 

Long-Range Fire Support: Ships 
designed for this role are equipped, both 
offensivly and defensively, for missile 
combat. Offensively, the armament is 
either gun-missile launchers (Ws) or capital 
ship missile launchers (if appropriate). 
Defensively, the ships should carry an 
above normal number of point defenses 
(Ds). Below are three examples of fire sup¬ 
port ships: 

Vaikha CLASS BC: 

(2) Sxl 0 Ax6 
ZHDHPbHDRMhRDRMhR 
(M2)RMhRDDY?llllll (6 + 1) 

Razumond CLASS SD: 

(4) Sx20 Axl6 
ZHDHDHDHDHRMhRD 
RMhR(M3)RMhRRMhRRMhRDDY 
?IIIII 

Scormax CLASS DD: 

(2) SSSAAZHIIWWIIWWYII 
(6 + 1 ) 

Carrier Operations: The fighter is the 
single most dangerous weapon in the Star¬ 
fire universe at this time. In light of this 
practically indisputable fact, carriers 
designed to operate within a fleet should 
carry as many fighters as is safely possi¬ 
ble rather than mounting ship-to-ship of¬ 
fensive weapons. An above normal 
number of point defenses (D) are also 
necessary; an "unarmed" carrier must 
operate safely outside energy weapon 
range of the enemy, which means that it 
will automatically become the target for 
long-range missile fire which must be dealt 
with. The following ships are "pure" car¬ 
rier designs: 


Continued on next Page 


BALANCED 

DESIGN: 

A REBUTTAL 

by Steve White 

Fred Burton is, in my experience, the 
first Starfire player to defend the concept 
of specialized ship designs. He does so in 
an impressively articulate and logical man¬ 
ner, and I agree with him as regards the 
small ship classes. For my money, the CL 
is the smallest viable warship in Starfire. 
DDs and possibly FGs can be useful, but 
they must be thoroughly specialized and 
treated as expendable. CTs and ESs are 
useless except when the rules call for a 
token warship (i.e. orbiting patrol craft to 
keep the conquered planets from getting 
uppity). 

But as for the larger ships, I'm afraid 
Mr. Burton's thesis flunks the pragmatic 
test; it has been experimentally evaluated 
in Starfire I Scenario VIII, which pitted a 
Terran fleet of balanced capital ships and 
specialized DDs against a rather Burtonian 
Khanate fleet. The "future history" which 
accompanies the scenarios assures us that 
this battle resulted in mutual annihilation 
followed by a peace of exhaustion. Goat 
berries! I've played this scenario many 
times, both solo and against different 
opponents, and while the Terrans usually 
lose all their DDs and sometimes lose their 
BC, I have yet to see a single Khanate ship 
escape. Players from other gaming groups 
with whom I've compared notes have con¬ 
firmed these results, though occasionally 
expressing surprise at such heavy Terran 
losses. 

Clearly, the Khan's specialized BBs 
can only win — or even draw — this bat¬ 
tle if the Terran admiral steps on his, uh, 
sword. This would seem to leave Mr. Bur¬ 
ton in the same position as the mathemati¬ 
cian who proved that bees can't fly. 

Why is this so? After all, his 
arguments have an undeniable plausibility. 
God knows, I wouldn't want to take a 
balanced ship up against SD U Thant at 
close range; nor engage in a long-range 
missile duel with SD Razumond! But... 
what about two balanced SDs versus one 
each of the U Thant and Razumond types? 
To utilize their weapons most effectively 
(i.e., at their design ranges where they can 
hurt you worse than you can hurt them), 
U Thant and Razumond must separate and 
engage at different ranges. This invites 
defeat in detail, which fate invariably over¬ 
takes the Khan's minions at Aklumar. 

Ironically, Mr. Burton puts his finger 
on his own theory's achilles heel when he 
observes (correctly) that "battles are 
usually fought between fleets of ships." 
The philosopher's stone of Starfire tactics 

Continued on next Page 
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R E B U TT A L —continued 

is to keep a tight formation; players who 
observe this precept have been known to 
go picknicking on looser arrays of 
technologically-superior ships much as the 
19th Century British Navy's tactical 
superiority demolished opponents whose 
basic ship design and weaponry were 
superior to its own. Herein lies the true 
superiority of balanced, general purpose 
designs which are equally well suited to 
engaging at any range. 

To be sure, datalink was not used in 
any of the Starfire / or // scenarios. But ex¬ 
perience in campaign games suggests that 
it does not invalidate the basic tactical 
principle. At most, it may make the con¬ 
cept of "long-range fire support ships" 
more viable by allowing for multi-ship 
missile volleys which can saturate virtually 
any ship's point defense. 

All of the above deals with pre-fighter 
Starfire combat, but Mr. Burton's concept 
of carriers as pure fighter platforms 
represents an interesting departure from 
the design philosophy behind the carriers 
in Starfire il (and nearly ail player-designed 
carriers I've encountered). To draw an 
analogy to wet-navy aircraft carriers, the 
Starfire ll carriers resemble the Soviet 
Moskva and Kiev classes, which carry 
substantial shipboard armament. In these 
terms, Mr. Burton's designs can be com¬ 
pared to American "full-capability" attack 
carriers, which are floating airfields pure 
and simple. I think he may be on to 
something here, but I'm of two minds on 
this issue. His carriers are unquestionbly 
fragile, especially in a combat environment 
which includes the primary pack and the 
primary fighter (see "The Fourth Inter¬ 
stellar War," by David Weber, in Nexus 


2); primary beams have always been the 
nemesis of the carrier, with its rows of 
collapsible hangar bays. Of course, Mr. 
Burton would doubtless (and with a fair 
amount of reason) argue that if you can 
put twice as many fighters per carrier in¬ 
to battle than your opponent, he isn't 
going to be around long enough to take 
advantage of your carriers' fragility! Still, 
CVA Odin could be in a lot of trouble if the 
bad guys were in a position to bring a lot 
of primaries to bear as soon as she emerg¬ 
ed from warp and before she could launch 
fighters. I agree with most of what Mr. 
Burton says about the primary, but he ig¬ 
nores its utility as a carrier-killer. 

This brings me to the subject of orbital 
bases. Now, overdependence on these is 
a mistake, for like all static defenses, they 
can't force an engagement. As usual, 
Machiavelli was right: "...(T)hose princes 
must always have recourse to others who 
cannot take the field agsinst the enemy 
but are forced to retreat behind walls and 
make their defense there." But bases can 
play a role, and here Mr. Burton's 
philosophy of specialized design is very ap¬ 
plicable. Bases close to warp points should 
be armed with batteries of primaries to 
"pull the teeth" of an emerging enemy 
fleet, while the more distant ones should 
be essentially capital ship missile launching 
platforms. 

Finally, I agree with Mr. Burton about 
anti-fighter ships, except that I'm not sure 
his BCE would be cost-effective. Better 
would be several DDEs, which, among 
other things, can be given a turn mode 
equal to the fighters. Anyway, the best 
defense against fighters is other fighters, 
and anyone who can build BCEs with im¬ 
proved point defense can also build 
fighters of his own. ★ 



DESIGN —continued 

Odin CLASS CVA: 

(3) SxlO Axl0 ZHDHDHDH 

Vx24 D Vx24 Y?llllll (6 + 1) 

Atlanta CLASS CV: 

(2) Sxl 4 ZHDH Vxl 5 DHDYIIIIII 

(6 + 1 ) 

Eagle CLASS CVL: 

(2) SxlO Ax7 HDDD Vx9 D 

Vx9 Y?l!llll(6 +1) 

Anti-Fighter Combat: These ships, 
along with the fleet's fighters, provide the 
defense against enemy strike fighters, the 
design of these ships will not vary greatly 
with the available tech level. Point defense 
(D) and improved point defense (Di) are the 
best weapons for this role both because 
of their range and because they require 
only two hull spaces as opposed to four 
spaces for beam weapons. Advanced 
maneuvering and assault movement are 
absolutely necessary for this role; a ship 
must thave as much speed and 
maneuverability as possible to keep up 
with enemy fighters. Ships designed for 
close combat will be able to defend them¬ 
selves reasonably well without anti-fighter 
escorts because they are heavily armed 
with beam weapons. Below are three ex¬ 
amples of ships designed specifically for 
anti-fighter combat at various tech levels: 

TL 5 DDE: 

(1) SSSAAHDDDDDDYIIIIII (6) 

TL 9 DDE: 

(1) SSSAAZHDiDiDiDiDiDiYIlllll 

(6 + 1 ) 

TL 10 BCE: 

(2) Sx8 Ax8 

ZHDiHDiH(DiX 1 0) D D D D Y? ? 11II11 

(6 + 1 ) 

★ 
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BATTLEWAGON 

(OPTIONAL RULES) 


THE LAST SORTIE 
OF THE YAMATO 

BATTLEWAGON SCENARIO 


by Richard Puchstein 


HISTORICAL NOTES: On April 1, 1945, 
allied forces assaulted Okinawa. The 
assault was not unexpected by the 
Japanese, hence extensive defensive posi¬ 
tions had been prepared on the island and 
plans for naval and air attacks on allied 
ships had been developed. 

On April 5, 1945, the Yamato in com¬ 
pany with a light cruiser and eight 
destroyers — the last functional naval 
units of Japan — began their voyage 
toward Okinawa. The voyage was intend¬ 
ed to be a Tokko (kamikaze) operation and 
only enough fuel for a one way voyage had 
been provided. Their object was to cut 
their way through screening forces until 
they reached the transports —particularly 
troop transports. After sinking as many 
transports as possible they were to beach 
themselves on Okinawa. As long as power 
lasted they would serve as additional artil¬ 
lery. Nonessential crew members would 
join army units defending the island. 

The Japanese naval activity was not 
unexpected by Admiral Spruance. Once it 
was known that the Yamato had sailed, he 
ordered Admiral Deyo to form a battle- 
group of older battleships plus support 
units. The battlegroup was to position 
itself so that it could intercept the Yamato 
group as it approached Okinawa. Carriers 
were instructed to provide air cover only. 

Admiral Mitchner, however, imple¬ 
mented plans to intercept the Yamato 
group. On April 6, after launching of air¬ 
craft had begun, he asked Admiral 
Spruance for permission to attack. The 
permission was given and after being sub¬ 
jected to attacks by over three hundred air¬ 
craft for over two hours, the Yamato and 
much of her escort were sent to the 
bottom. 

Although none can fault Admiral 
Mitchner for his actions, most feel he was 
motivated more by vanity in an effort to 
prove the superioity of the carrier. Had he 
acted differently, had he been unable to 
locate the Yamato, or had the Yamato had 
decent air cover; the Yamato tokko opera¬ 
tions may have had a quite different result. 
This scenario depicts what might have 
happened. 


SET UP 

SIDE A (JAPANESE) 

BB Yamato 1526-D 

CL Yahaagi (Naka Cl.) 1 501 -D 

DD (4) Fubuki Class 1401-D 

DD (4) Fubuki Class 1601-D 


SET UP 

SIDE B (UNITED STATES) 


BB 

Idaho (New Mexico Cl.) 

1526-B 

BB 

New Mexico 

1526-B 

BB 

Tennessee 

1526-B 

BB 

West Virginia (MD. Cl.) 

1426-B 

BB 

Colorado (Maryland Cl.) 

1426-B 

CA 

Portland (Baltimore Cl.) 

1425-B 

CA 

Minneapolis (Balt. Cl.) 

1326-B 

CL 

San Juan (Brooklyn Cl.) 

1425-B 

CL 

Tuscaloosa (C/eve. Cl.) 

1326-B 

DD 

(5) Fletcher Class 

1425-B 

DD 

(5) Fletcher Class 

1326-B 

CL 

Birmingham (C/eve. Cl.) 

1626-B 

CL 

Mobile (Cleveland Cl.) 

1527-B 

CL 

Biloxi (Cleveland Cl.) 

1527-B 

DD 

(6) Fletcher Class 

1626-B 

DD 

(5) Fletcher Class 

1527-B 

MS 

(5) 

1734-D 

DD 

(1) Fletcher Class 

1734-D 

MS 

(5) 

1633-D 

DD 

(1) Fletcher Class 

1633-D 

MS 

(5) 

1634-D 

DD 

(1) Fletcher Class 

1634-D 

MS 

(5) 

1534-D 

DD 

(1) Fletcher Class 

1534-D 

MS 

(5) 

1432-D 

DD 

(1) Fletcher Class 

1432-D 

MS 

(5) 

1333-D 

DD 

(1) Fletcher Class 

1333-D 

MS 

(5) 

1233-D 

DD 

(1) Fletcher Class 

1233-D 


SPECIAL RULES: D turret on New Mexico 
not operational (damaged in earlier air at¬ 
tack). U.S. Battlegroup must use forma¬ 
tion rule. Tennessee and West Virginia 
have radar. Yamato has crack crew. One 
ship in each merchant group is a troop 
transport and must be identified on 
player's SSD. Initial speed of Japanese 
ships is 5. Initial speed of U.S. battlegroup 
is 4. Initial speed of merchant ships is 1. 
Initial speed of merchant ships destroyer 
escort is 3. Night action, morning action, 
or evening action at players discretion. 
Running battle rule (4.9) in effect except 
ships may not move more than 1 5 hexes 
beyond bottom of mapsheet. 


SCENARIO LENGTH: Standard except 
Japanese player receives 5 victory points 
for each non troop carrying merchant ship 
and 10 victory points for each troop carry¬ 
ing merchant ship. * 


by Richard Puchstein 

Elsewhere in this issue of Nexus, we 
have mentioned that Battle wagon is being 
revised and will be released as a boxed 
game. Many of the following optional rules 
are being incorporated into the new ver¬ 
sion of the game. 

CAPSIZING: Capsizing occurs when a 
ship's trim becomes unbalanced due to in¬ 
terior flooding. A ship may capsize even 
though the flooding is not sufficiently ex¬ 
tensive as to endanger the ship's overall 
flotation. Players may wish to incorporate 
capsizing procedures on an optional basis 
for greater realism. 

1. Each individual ship's flotation is to 
be divided into starboard (right) and port 
(left) components on an equal basis. (Ex¬ 
ample: The Maryland has a total flotation 
of 8. The starboard component is 4. The 
port component is 4.) 

2. If the ship's flotation is an odd 
value, the port and starboard components 
are calculated normally with the remain¬ 
ing flotation value neglected. (Example: 
the South Dakota has a total flotation of 
7. The starboard component is 3. The port 
component is 3. The remaining (1) flota¬ 
tion is neglected.) 

3. Neglected flotation components do 
not affect capsizing but are counted with 
respect to sinking and the last to be af¬ 
fected by combat. 

4. Hits to either component are 
recorded on the ship's SSD according to 
which component (port or starboard) is af¬ 
fected. Hits coming from the starboard 
side of the ship (RF, R, RR firing arcs) are 
recorded on the starboard component. 
Hits coming from the port side (LF, L, LR) 
are recorded on the port component. (Ex¬ 
ample: The Maryland receives three flota¬ 
tion hits from the starboard side and one 
hit from the port side. The player will mark 
off three boxes from the starboard column 
and one box from the port column of the 
ship's SSD.) 

5. Hits to a ship's flotation from 
directly astern or ahead can be recorded 
in either component according to a single 
die roll. A roll of 1, 2, or 3 is recorded in 
the starboard component. A roll of 4, 5, 
or 6 is recorded in the port component. 

6. Whenever the total number of hits 
to one component exceed the total record¬ 
ed for the other component by 3, the ship 

Continued on next Page 
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BATTLEWAGON —continued 

the other component by 3, the ship cap¬ 
sizes and is out of play. (Example: The 
Jean Bart has a starboard component of 

4 and a port component of 4. She takes 
3 flotation hits to the starboard component 
and 1 to the port component. 3-1 is 2 
hence the ship does NOT capsize. Exam¬ 
ple; the Yamato has a starboard compo¬ 
nent of 6 and a port component of 6. She 
takes 5 flotation hits to the starboard com¬ 
ponent and 2 hits to the port component. 

5 - 2 is 3 hence the Yamato capsizes.) 

COUNTERFLOODING: When a ship is in 
danger of capsizing, the ship's commander 
may order compartments on the opposite 
side of the ship flooded. This equalizes the 
load but reduces the total flotation 
remaining. 

1. To counterflood, the controling 
player simply marks off one box in the op¬ 
posite flotation column. (Example: the 
Jean Bart has 3 boxes marked off in the 
starboard component and 1 box marked 
off in the port component. One more flota¬ 
tion hit to the starboard component would 
result in the ship capsizing. The player 
counterfloods by marking off one addi¬ 
tional box in the port component. Total re¬ 
maining flotation is reduced to 3 with three 
boxes marked off in the starboard compo¬ 
nent and two marked off in the port 
component.) 

2. Counterflooding takes place during 
the damage assessment segment. 

3. Counterflooding is optional. A 
player is never required to counterflood. 

4. A player may counterflood more 
than one time but never for more than one 
box per ship per segment. 

5. A player may not counterflood for 
a ship that capsizes during the segment in 
which the ship capsizes. In other words, 
counterflooding must be exercised before 
the starboard-port flotation differential 
reaches 3 - not after or in the same seg¬ 
ment that it reaches 3. 

6. Yamato class ships may not 
counterflood. (Note: The Yamato class 
ships were built with a strong longitudinal 
bulkhead and a totally inadequate pump¬ 
ing system. Hence rapid transfer of water 
from one side of the ship to the other or 
effective counterflooding was not 
possible.) 

TORPEDO VARIATION A: The use of 

torpedoes during surface actions was 
often decisive. Most notably the use of 
torpedoes duing the battles of Java Sea, 
Savo Island, Tassafaroonga, Surigao 
Straits, and others was a deciding factor. 
Hence to add more realism to play, the 
gamers may wish to institute the follow¬ 
ing procedures in place of normal torpedo 
usage. 

1. Torpedoes may be launched during 
any fire segment along any contiguous line 
of hexes. Normal torpedo launch phase is 
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eliminated. 

2. Launching player records impulse 
number during which torpedoes were laun¬ 
ched, the hex from which the torpedoes 
were launched, and the target hex. He 
does not immediately announce the fact 
that torpedoes have been launched. 

3. All torpedoes except Japanese 24" 
(D type) move at a speed of 6. 

4. Japanese 24" Torpedoes move at 
a speed of 6 if the target hex is 7 or less 
hexes from launching ship at time of 
launch or at a speed of 4 if the target hex 
is more than 7 hexes from launching ship 
at time of launch. 

5. Torpedo Range Table is in effect. 

6. Torpedoes move during movement 
segment in a straight line according to Im¬ 
pulse Movement Chart. 

7. When torpedo is 2 hexes from the 
recorded target hex, the launching player 
announces location and direction of 
torpedoes and places torpedo counter on 
mapsheet. 

8. When a torpedo is 2 hexes or less 
from a ship (ship ahead of and in direct line 
with torpedo movement), launching player 
announces location and direction of 
torpedo and places torpedo counter on 
mapsheet. 

9. Torpedo movement continues un¬ 
til torpedo reaches maximum range or 
enters a hex containing a ship (friendly or 
enemy). 

10. If torpedo reaches maximum 
range without entering a hex containing a 
ship, the torpedoes are presumed to be 
lost and counter is removed from 
mapsheet. 

11. If torpedoes enter a hex contain¬ 
ing a ship(s) (friendly or enemy) torpedoes 
may strike ship(s). Procedures (7.4) or 
Torpedo Variation B are utilized to deter¬ 
mine whether or not any particular ship is 
hit and how many his are sustained. Pro¬ 
cedures will be exercised for each ship in 
hex. (Note: friendly ships may also be hit.) 

12. If two or more torpedoes or 
spreads enter a hex containing a ship at 
same time, they are treated as separate 
attacks. 

13. Target may attempt to evade by 
turning away from or toward torpedo (ship 
moving parallel to torpedoes) during prior 
movement impulse. 

14. Turn mode restrictions waived for 
purpose of evasions. 

1 5. No alterations to Modifications to 
torpedo damage table. 

TORPEDO VARIATION B. (Alternate to 
Procedures (7.4) and Torpedo Damage 
Table (7.3)) 

1. Launching player records number 
of torpedoes launched. 

2. Player determines number of hit by 
using number of hits table with number of 
torpedoes in place of number of guns. 

3. For all except Japanese 24" 
torpedoes 1 hex is considered point (A) 
range, 2 hexes (B) close range, 3 hexes 


medium (C) range, 4 hexes long (D) range, 
5 to 7 hexes max (E) range. 

4. Modifications to Torpedo Damage 
Table are in effect. 

5. Hit total greater than numbers of 
torpedoes launched equal number of 
torpedoes launched. 

6. Procedure is performed for each 
ship in hex. Only after such is performed 
are hits applied. 

7. If hits on 2 or more ships exceed 
total of torpedoes launched, total number 
of hits equals total number of torpedoes 
and applied on a proportional basis. 

DRIFT AND SCATTERING: Ships may 
become scattered or drift from intended 
positions during execution of battleline 
manouvers. Experience, misinterpreted 
signals, confusion, battledamage, or other 
factors may result in an individual ship's 
failure to execute an intended manouver. 
For greater realism, the players may wish 
to execute the following Drift & Scatering 
procedures. 

1. Drift & Scattering procedures 
should be used only if formation rule is in 
effect. 

2. Drift & Scattering procedures af¬ 
fect each ship or DD/Merchant group 
individually. 

3. Drift & Scattering procedures are 
instituted during each movement segment 
and are executed immediately. 

4. For each ship or DD/Merchant 
group, the controlling player rolls two dice 
and cross references the rolls on the Drift 
& Scattering table. 

5. Turn mode restrictions are waived 
for turns required as a result of Drift & 
Scattering procedures. 

6. Any ship losing position in a forma¬ 
tion as a result of Drift & Scattering pro¬ 
cedures must attempt to return to its pro¬ 
per position at earliest possible moment. ★ 


DRIFT AND SCATTERING TABLE 


1st die 

> 

1 

2 

2nd die 

3 4 

5 

6 

1 

* 

60° turn 

to port 

* 

60° turn 

to right 

* 

move 

ahead 

2 

60° turn 

to port 

* 

60° 

to right 

* 

move 

ahead 

* 

3 

* 

60° turn 

to right 

* 

move 

ahead 

* 

60° turn 

to port 

4 

60° turn 

to right 

* 

move 

ahead 

* 

60° turn 

to port 

* 

5 

* 

move 

ahead 

* 

60° turn 

to port 

• 

60° turn 

to right 

6 

move 

ahead 


60° turn 
to port | 

* 

60° turn 

to right 

* 


*Ship executes intended movement. 




















INTERFACE 

COMPUTER GAMING 

by Ron Emch 


In this issue, you will notice that we 
are reviewing fewer computer games than 
we did in the last issue. However, in 
Nexus 9 the INTERFACE section will be 
greatly expanded as we are planning to do 
reviews of several of the recent computer 
game releases. 

The numerical ratings are based on a 
scale of 1 through 9. Therefore, a 5 would 
be an average rating. The computer and 
format listings are for the copy we reveiw- 
ed. However, these are not necessarily the 
only computers the game are available for 
or formats the games are available in. A 
game which has no rating for graphics 
does not have graphics. 


GAME: COMPUTER FOOTBALL STRATEGY 

COMPANY: AVALON HILL 

DESIGNER: GEORGE A. SCHWENK 

PRICE: $16.00 

SUBJECT: GRAPHIC SPORTS 

COMPUTER: ATARI ® 400/800 

FORMAT: 32K DISK/CASSETTE 

PLAY VALUE: 4 

GRAPHICS: 3 

OVERALL RATING: 4 

REVIEWER: VH and RVB 


Computer Football Strategy, based on 
the Football Strategy boardgame, pits the 
player against the computer or against an 
opponent. Those who have played the 
boardgame know that it is an excellent 
simulation of professional football. 
However, the computer version differs 
greatly, and this is the cause of many of 
its flaws. 

Players must first choose "one of the 
great superbowl teams of the past". In 
looking through the offerings, one notices 
that the list isn't that extensive. The list 
includes the New York Giants — let's see 
...what year were they in the superbowl? 

Players are given the names of some 
of the "key players" from these superbowl 
teams, but nowhere in the documentation 
can I find how this relates to the game. It 
is never made clear whether any particular 
team has an advantage. 

There are two graphic screen displays 
for the game — the play selection screen 
and the play animation screen. The former 
is not bad for what it is, but the later 
borders on the ludicrous. 

Both screens provide such informa¬ 
tion as the name of the team, the score, 
the time remaining, possession, quarter, 


down, yards to go, and the yard line the 
ball is currently on. The play selection 
screen shows an overhead view of the 
field and the positioning of each player for 
the play being chosen. There are twenty 
offensive and eleven defensive plays 
which are chosen by using a joystick. 
However, instead of using the plays in the 
boardgame (as do the other computer ver¬ 
sions), the Atari version has different 
plays. Why this is, I will never understand. 
The original plays worked well and the 
balance was good — not so in the Atari 
computer version. 

The play animation screen appears 
after both sides have selected their play. 
The play is then animated (?) using player 
missile graphics. What players see is a side 
view of two rather ridiculous looking stick¬ 
like figures. An overhead animation of the 
play selection screen would have been 
preferable. 

Following the animation, the screen 
goes blank and then displays the yards 
gained or lost on the play. At this point 
there are various options which the player 
may perform, including an "instant 
replay" of the stick figures. 

I like sports games — particularly foot¬ 
ball simulations — so I had high hopes for 
Computer Football Strategy. However, 
after playing the game I could not recom¬ 
mend it to anyone, even at its rather low 
price. 


GAME: TELENGARD 
COMPANY: AVALON HILL 

4517 HARFORD ROAD 
BALTIMORE, MD 21214 
DESIGNER: ORION SOFTWARE 
PRICE: $23.00 

SUBJECT: GRAPHIC ADVENTURE 
COMPUTER: ATARI ® 400/800 
FORMAT: 48K DISK/CASSETTE 
PLAY VALUE: 7 
GRAPHICS: 5 
OVERALL RATING: 8 
REVIEWER: VINCE HOWARD 


In Telengard, the player becomes 
another greedy dungeon adventurer on a 
quest for riches. He will, of course, be 
hampered by all the whimsical creatures 
one would expect to find in a fifty level 
dungeon. Another Temple of Apshai? Not 
so fast. 

Using the keyboard for input, the 
player can choose one of sixteen com¬ 
mands during the action phase, and one 
of three commands in the encounter 
phase. 

During the action phase, the player 
can move in any one of six directions or 
may remain in place. The player may 
choose to perform a specific act such as 
casting a spell, picking up an item, etc. If 
the situation is hopeless, there is even a 
command to commit suicide. 

If the player encounters one of Telen- 
gard's twenty monsters, the game will 


move into the encounter phase. During 
this phase, the player is shown the type 
of monster encountered and its level. The 
player may then fight, evade, or cast. If he 
decides to fight, he is shown the number 
of hit points of damage he has inflicted on 
the monster and the amount of damage 
the character has suffered. If the player 
decides to evade, the computer will ran¬ 
domly determine the direction the 
character will run (unless he is "rotted to 
the spot" in which case the monster can 
do as he pleases). If the player decides to 
cast (a spell) he is prompted to select one 
of six levels of spells and to choose one 
of the six spells in that level. The level of 
the spells a player can use is determined 
by his experience points. This also limits 
the number of spells a player may cast. 

The character's particular location in 
the dungeon is graphically displayed on the 
screen. All of the statistics needed to play 
will also be displayed on the screen. 

Telengard can be played in real time, 
or the player may type "demo" in place 
of his name if he does not wish to play in 
real time. If a player likes a particular 
character, he has the option of saving that 
character for use in future games. 

Telengard is a highly entertaining 
game which will provide many hours of 
enjoyment. It is enough different than 
Temple of Apshai so that one will not feel 
he is playing the same game, however 
anyone who liked Temple of Apshai will 
love Telengard. 


GAME: CYBORG 

COMPANY: SENTIENT SOFTWARE 
BOX 4929 
ASPEN, CO 81612 
DESIGNER: HARRY ROY W/LKER 
PRICE: $34.95 

SUBJECT: TEXT ADVENTURE 
COMPUTER: ATARI ® 400/800 AND 
XL SERIES 
FORMAT: 48K DISK 
PLAY VALUE: 8 
OVERALL RATING: 7 
REVIEWER: TREY SMITH 


Cyborg is an extremely challenging, 
large scale adventure game wherein the 
player takes the part of a half-human and 
half-machine. An interesting feature of the 
game is that the player can ask his elec¬ 
tronic half its opinion of certain objects and 
situations. The player's mission is not 
revealed in the game's documentation — 
the main object is survival. 

The keyboard is used for multi¬ 
sentence input or to select from eight com¬ 
mand functions. The Full Scan command 
will describe the location, give a status on 
physical and mechanical conditions, and 
will describe what is being carried. The 
game has a somewhat limited vocabulary, 

Continued on next Page 
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By David W. Crump 


so the player must be persistent and try 
many commands at times. 

All in all, Cyborg is a good adventure 
game which provides a challenge to even the 
most experienced adventurers. 


NEW RELEASES 

So far this year, we have released the 
following items: three new Starline 2200 
Miniatures (Kzinti Space Control Ship, 
Hydran Hunter/Scout and Tholian Cruiser), 
two Star Fleet Battles products (SSD 
BOOK 4 and Captain's Log 3), and eight 
different packages of Starfire miniatures 
and the new boxed edition of Starfire. 


COMING SOON 

Our May releases will be two Starline 
2200 miniatures (Federation NCL and 
Romulan Sparrowhawk) and History of the 
Second World War, Part One; Hitler Turns 
Against Russia, is due to be released soon. 

The History of the Second World War 
is an immense project which will allow the 
whole war to be gamed at a global scale 
when complete. The game features in¬ 
novative mechanics that avoid the clutter 
of having hundreds of counters on the map 
and also provides for limited intelligence. 
The first part covers the entire war in 
Russia. 

Star Fleet Battles fans should mark 
June on their calendar. That is when Star 
Fleet Battles Volume II is going to be 
released. A separate, Star Fleet Battles 
Volume II Commander's Rule book, will be 
sold but only for a limited time. The Star 
Fleet Battles Volume II boxed set will in¬ 
clude all the material from the three Star 
Fleet Expansions, plus some new material 
and a new counter sheet. 


IN THE WORKS 

The new edition of Battlewagon is 
scheduled to be launched in either July or 
August. The new Battlewagon will contain 
several important rule changes and correc¬ 
tions. These include: more detailed and 
realistic torpedo rules, handling destroyers 
as individual ships rather than as flotillas, 
more detailed weather and observation 
rules, and new rules for the effect of flota¬ 
tion hits. The new Battlewagon will also 
have completely reworked SSDs and a 
revised counter sheet. Other features in¬ 


cluded in the new edition will be a rules 
summary and index and a player's infor¬ 
mation card. Lastly, the new Battlewagon 
will have four new, highly detailed 
scenarios. As can be seen, Battlewagon 
is receiving a complete refit. 

Musketeers, a game that allows 
players to relive the exploits of the famous 
foursome, is now receiving final 
playtesting. We expect it to be released in 
either July or August. Musketeers features 
many solitaire scenarios, and special feats 
of daring in the daring-do rules. The rules 
are structured to be learned in stages. 
Combat is simple and quick. Be ready to 
fight for France and King Louis this 
summer. 

Also expected this summer are three 
new Starline 2200 miniatures (Gorn Tyran¬ 
nosaurus DN, Lyran Lion DN and Hydran 
Paladin DN), the second part of History of 
the Second World War (The Overruning of 
the West), and New Empires; the Starfire 
strategic system. 


COMING TO THE SCREEN 

Our computer game program has con¬ 
tinued this year with the release of the 
Atari ® disk versions of Survival and The 
War of the Worlds. The next computer 
game products will be the Commodore 64 
version of The War of the Worlds on both 
cassette and diskette. Survival will be con¬ 
verted to the Commodore later this year. 

Rebel Victory will be our flagship com¬ 
puter game this year. It will be available 
for both Atari® and Commodore 64 
machines in disk format only. You will be 
able to lead Stonewall Jackson's small 
force of Confederates against the horde of 
invading Federal troops in the Shenandoah 
Valley. Four battles will be simulated in¬ 
cluding the battles of Kernstown and 
McDowell. 

We are planning to introduce Apple® 
11+ and lie versions of our computer 
games late this year. The first game to be 
converted will be Rebel Victory. ★ 


GAME: THE PHARAOH'S CURSE 
COMPANY: SYNAPSE SOFTWARE 
5221 CENTRAL AVENUE 
RICHMOND, CA 94804 
DESIGNER: STEVE COLEMAN 
SUBJECT: ARCADE/ADVENTURE 
COMPUTER: ATARI ® 400/800 
FORMAT: 32K DISK/CASSETTE; 16K 
CARTRIDGE 
PLAY VALUE: 9 
GRAPHICS: 8 
OVERALL RATING: 9 
REVIEWER: T.S. 


The object of The Pharaoh's Curse is 
to obtain the sixteen different treasures 
found in the tomb. 

Using the joystick for running, jump¬ 
ing, and shooting, the player must over¬ 
come the Pharaoh, a mummy, the wing¬ 
ed avenger, and the tomb's traps. The 
Pharaoh and the mummy stalk the tomb's 
chambers continuously to prevent the 
player from stealing the treasure. These 
must be watched carefully as they will 
shoot without an instant's hesitation. The 
player is not defenseless, however, and 
can fire back with an unlimited-ammo 
pistol. If the winged avenger manages to 
touch the player's character, he will carry 
the character, in his talons, to one of the 
sixteen rooms in the tomb. However, the 
winged avenger can be temporarily 
disintegrated with a shot from the pistol. 
The tomb's pressure sensitive traps must 
be jumped in order to avoid death from a 
giant claw. 

If the player suceeds in stealing all six¬ 
teen treasures, he will receive a secret 
password that will allow him to advance 
to the next level. The only difference in 
levels is that each succeeding level is 
faster. With sixteen different screens a 
player will not be bored for a long time. 
Each screen contains a different puzzle. In 
some screens the player must obtain 
special keys in order to advance to the 
next screen. Climbing ropes, jumping 
caverns, and shooting "bad guys" are in¬ 
volved in clearing almost every screen. 

The Pharaoh's Curse is a great game, 
and I can highly recommend it. ★ 


40 







/flERCttlflRIES 


contemporary 
role-playing for 
solitaire or group play 


I -plete rules for $9.95 (plus $1 shipping/handling) from 


Ask for our free illustrated catalog ef SF madJmmtasy games. 


of Flying Buffalo Inc. 


0jfaAl>£lm/ P. 0. Box 1210 • Dept. N5 • ScmUaiOe, AZ • 85252 
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...NEWS FLASH!...Nuclear Escalation, sequel ro popular Nuclear War, is unleashed!... 


DRAW SKIPPY! 

r 1 i 

SUPERVIRUS g. 



and you can get 

1 - 6 , 000 , 000 !!! 


Here 's Your Big Opportunity! 

Just draw this card in any NUCLEAR ESCALATION™ 
card game and you’ll get 1-6 million Population! (And 
boy, will they get it!) 

This is vour Big Chance! For the small fee of $12.95 (plus 
$1 shipping/handling), you and your friends can have the 
entire set-up for a Nuclear Holocaust of your very own! 
Launch Cruise Missiles, MX Missiles, Space Platforms, 
and even Killer Satellites! Send out sneaky Spies to steal 
secrets or foil Saboteurs from enemy countries! And don’t 
forget the danger of the dreaded Supervirus... 

Nuclear Escalation is the sequel to the popular Nuclear War card 
game. It can he played separately or combined with Nuclear War 
for even more devastation! 


Act Soil! This offer does not expire 
at midnight! This is your first 
chance to get in on this great offer! 
Order your copy of the Nuclear 
Escalation card game, and start 
blowing away millions today! Write 
to the folks at BLADE, enclose 
$12.95 (plus $1 s/h), and ask ’em 
for their free catalog of other SF and 
fantasy games of all kinds! Do it now! 



. BLADE... P.O. Box 1210...Dept. N-4...Scottsdale, AZ...85252. 


a division of Flying Buffalo inc. 



































$10.00 
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Town Hull* ««**«» 


Complexity: Low 
Solitaire Suitability: Low 
Players: Two 

Game Scale: Individual Person 
Playing Time: An hour or less for 
experienced gamers 




THE VOYAGER SCIENCE FICTION AND FANTASY SERIES 


They Want Our Women! 


On silent grav sleds, the alien creatures slide through stop the repulsive invaders and save his womenfolk 
the forest, readying their lasers and stunners, drooling from a fate worse then death, 
slightly in anticipation. They choose their first target: a A special “Aliens Kidnap Presidential Hopeful” scenario 
little clapboard house nestled in the woods above town, is also provided. Dwight Eisenhower, campaigning for 
They attack. The sounds of lasers and stunners are the New Hampshire primary, along with an entourage of 
soon met by cries of fear and rage. Wild with lust, they state troopers and secret service men, is surprised by a 
fail to notice when one human makes it to a car and party of bug-eyed monsters. Will they kidnap America’s 
careens away to rouse the citizenry of the small town war hero? 

against the alien threat. A simple but elegant game system with clear brief rules 

Ugly, slobbering, bug-eyed monsters! They land in makes BUG-EYED MONSTERS a good introduction to 
remote American towns and make off with women. adventure gaming, but its subject and smooth play will 

BUG-EYED MONSTERS is the new West End release appeal to the hardcore gamer as well, 
by Greg Costikyan, designer of the successful Creature Di 
That Ate Sheboygan .In this game, Greg returns to the Q re g < 

“Creature” genre, bringing a flying saucer with menacing g amea 
monsters to the quiet remote American town of Freedom, - • — - 
New Hampshire. 

One player, as the monster, must attempt to kidnap the 
earthling women (the most beautiful in the universe). 

The other player must rally the citizens of the town to 

• one 22" x 17" game map 

• 160 full-color, back-printed precision die 
cut 5/8" counters. 

• one 8-page rules booklet 

• two dice and full-color game box (1" 
wide bookshelf size box) 


;G COSTIKYAN’S 
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END 
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